Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least S years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 
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The Sega Seal of Quality. With it, you're assured a game has passed the most rigorous 

battery of quality control and payability tests ever devised, and that it pushes the limits on 

the fun meter. What's more, the Seal guarantees the game, when used properly and not 

as a door stop, will not damage a Sega Genesis," Sega CD™ or color portable Game Gear™ 

Without the Seal? Well, about ■ I the only thing we can guarantee 

is that you could be setting yourself If M up for a big, big headache. If that 

happens, don't come crying to us. IUJSIU Heck, call a brain surgeon. 
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Lacejip your cleats and cj^llenge the* I 
soccer prosSfi the most exciting sports 
competition ever available ofi the Game^ 

I Gear. 24Countnes|iave cojne tp|*|aim The 4 
World Cd^.:-Only one will go home a winner. 



I goalie. Dive^. 
an aggressive German grou 
T ake oSIb mean Italian midc 



;s on the go. ..and. 
me the World Cup!' 
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Say What?... Overheard at Sega 

All the news and gossip thaf s fit to print..and some that ain't.... 
Vo Sega! 

Readers write in with Ts and !'s 



Jurassic Park for Genesis B _ 

Check Out Sega's Biggest Hit of the Season 
The Making of Jurassic Park— 



Sega Combines Movies and High Tech to make a Super Game 
SNEAK PEEKS 

A first look at some cool new games 

Joe Montana's NFL Football CD „ 

Mad Dog McRee CD .„ 



SEGA CD SOFTWARE 

Terminator 




Ecco the Dolphin ... 
Final Fight 



JUST REVIEW IT GENESI5 



Genesis Tips and Strategies 

Shining Force 

Cool SPOT 

Jungle Strike.... 



Mig 29 Fighter Pilot.... 
F-1 5 Strike Eagle 



Rocket Knight Adventures.... 
RBI "93 



Thomas the Tank Engine.... 




Game Gear Tips and Strategies on the Go 

Dracula 

Tengen World Cup Soccer. _ 

Hook. 

Jeopardy 

W.W.F. Steel Cage Challenge . 
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FAST TAKES 

Games, games and more games. 
POWER SHOPPER 

Hot deals on games 
INCOMING! 

New games heading your way. 




Games on Tap 

Chakan and Green Dog: Behind the Scenes 

Sega Visionaries 

Totally Sonic 
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THE RAGE IN THE CAGE, THE WAR OF THE WEBS 
AND THE BATTLE OF THE MACHINES! 







GAME GEAR O 





GAME GEAR O 
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ACTION SO INTENSE 


IN AND OUT OF THE 


UNPLUG ELECTRO 


BATTLE DR, OCTOPUS' 


DESTTtOY CYBERDYNE 


HASTA LA VISTA 


ONLY 15FEET OF STEEL 


RING MAYHEM! 


WITH WEB-SWINGING 


ARMY OF ARMS! 


RESEARCH! 


BABY! 


CAN CONTAIN IT! 




ACTION! 









For more portable power, check out the bodyslamming excitement of VEft WrestleMania* 
Steel Cage Challenge™ the amazing web-swinging action of Spider-Man 9 : Return of the Sinister 
Six™, and the explosive firepower of Terminator™ 2: Judgment Day. Gear up for great graphics 
and game play with the biggest superstars on Game Gear™! 



GAME GEAR 



FLYING 



mm 
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Overheard ohSegs 

" ;e days is Sega's Embarrassed if your mom calls 



The biggest news around here these 
agreement with Time/Warner and TCI, the enter- 
tainment and telecommunications giants. The 
three have agreed to start an interactive entertain- 
ment channel, with Sega Genesis consoles as the 
control device. Imagine tuning in to the Sega 
Channel on cable TV and "ordering" a Sega game 
from an on-screen menu, within minutes, the 
game appears on your TV screen, and you can play 
it just like a regular cartridge, for as long as the box 
is turned on. See Page 77 for more details. 

Gene»i»J® 
Number One 

The March issue of Toy & Hobby World (the toy 
industry magazine) reports that the Genesis was 
the number one selling toy for December 1 992, 
outranking Barbie, SNES, Troll dolls and Barney 
toys. And at Number 1 0, Sonic 2 was the best-sell- 
ing software title on the list way ahead of Super 
Mario Kart Funny thing, last year the president of 
Nintendo was quoted as saying that he doesn't 
consider Sega as competition. Sounds like pretty 
stiff competition to us. 




Holograph'* 1 

This is definitely one for our What Won't 
They Think Of Next Dept Dimensional Foods 
of Boston, Mass. has developed a method for cre- 
ating holograms out of edible substances, and 
plans on introducing a line of candies with holo- 
graphic images. The candies could be available as 
early as this summer. 

Jurassic Park C1993 Universal City Studios & Amblin Entertainment, Inc. [ 
Industries, Inc. '- 1995. Terminator 1 1993 Carolco Pictures. Cool SPOT £■ 
Sons, Inc. Thomas the Tank Engine [ 1 993 Toy Headquarters, Inc. 



calls you at a party? If 
only your parents had CADS (Child Alerting Digital 
System). This message system from KBA Inc con- 
sists of a base unit and one to three wrist receivers. 
Parents can leave up to four messages on the base 
unit and have them appear on the wrist receivers 
at a set time. CADS has a 1 .5-mile range that can 
be extended to 5 miles. A remote unit lets your 
parents send messages even when they're away 
from home. 

You just can't please everybody. Either the office is 
too dark or too bright or the air is too moist or too 
dry, and nobody can figure out the air condition- 
ing. It seems like the heater only works in August 
and refreshing gusts of cool air only come in 
December. Enter Automatron, the personal com- 
fort level adjuster. "Iron" adjusts to the individual 
needs of those who enter it. Employees carry I.D. 
cards that have information on their favorite tem- 
perature and brightness. Sensors in every room 
detect who is in it and automatically adjust to the 
needs of the individual. Tron can also restructure a 
whole room layout by reprogramming computers. 
Just one minor point: What happens 
when a dozen people cram into a 
room for a meeting? 

Sonic 

If you think Sonic's been sitting on 
his spikes since the release of 
Sonic 2, you'd better think again. 
Sega Technical Institute, the people who 
brought you Sonic The Hedgehog 1 and 2, are 
working on something thafs guaranteed to make 
your bumpers pop. We're talking about a new game 
that combines elements of pinballs and video 
games, to create a playing environment unlike any 
other. Sound enticing? Look for extended coverage 
of this great new game in Sega Visions later this 
year. 

Oh, we almost forgot Look for a new section 
on Sonic merchandise in this issue of Visions. Now 
you can read all about the latest Sonic gear in 
plenty of time to start dropping Christmas hints. 
Check it out on Page 84. 
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T <> Err is Hum, 

Last issue's review of Gametek's Humans r 
small typo - what should have been an "8" turned 
out to be a "5." We reported that Humans con- 
tained 50 levels, when we should have said 80. So 
all you guys who went out and bought what you 
thought was a 50-level game, you just got 30 
bonus levels. 

Monster 
„. ws Flash 

What was the last Godzilla flick you saw? The last 
one that was released in the United Sates was 
Godzilla 1985. Whaf s happened to tall, dark and 
radioactive since then? 

The fact is, three more Godzilla films followed 
Godzilla 1985. Unfortunately, they were only released 
in Japan and not in the United Sates The first of these 
Japanese releases was Godzilla Vs. Biolante. In that 
film, scientists created a new monster by genetically 
splicing Godzilla's cells with plant cells. And in Godzilla 
Vs. Kinggbidrah, Godzilla fans got to see their hero 
before he was radioactively mutated (in other words 
when he was "only" a dinosaur). 

So what about us poor Godzilla fans here in the 
US? Well the good news is that Tri-Star Pictures has 
recently acquired the rights to Godzilla and we hear 
rumors that they are planning a movie with an 
enormous budget and state-of-the-art special 
effects. Will ft be a remake or a further adventures 
of...? You'll find out when Godzilla reaches Ameri- 
can shores in the summer of '94. 



*£a* Do You 

Mean r m 
°verdr aw n? 

ec * ts Let* 

If you're wondering what that other part of 
your checkbook is for (you know, the part 
called the check register), you can 
stop worrying about ft. Panason- 
ic's KX-RC1 00 CPA (for 
"Check Printing 
Accountant") 
does away 
with the 
need to 
keep a 
record of 
each check you 
write. You write a 
check by entering the 
amount on the keypad; this 
handy little device prints it for you 
and keeps track of your account balance. It also 
stores phone numbers, keeps track of credit card 
purchases, and categorizes payments (rent, electric, 
gas, etc). The CPA is small enough to fit in a pocket 
or purse, and can hold 25 blank checks. Sorry, you 
still have to deposit real money into your account. 

A'aclriir., 

When Sega, Disney and Virgin Games'leam up to 
create a game, you can expect the sparks to fly. And 
they will later this year when Sega releases the Dis- 
ney Software and Virgin Games co-production of 
Disney's Aladdin, a game based on the blockbuster 
hit from the Waft Disney Studios. To make sure that 
the characters in the game have that unique Disney 
"touch," Disney feature animators are creating the 
animation sequences that will be used in the game. 
The sequences will then be incorporated into Vir- 
gin's game engine. This is the first time that a major 
Hollywood studio has contributed its animation 
magic to the development of a video game, and we 
expect the results to be nothing short of outstand- 
ing. Stay tuned for more on this unique develop- 
ment effort. 




Hot Pic»* s 

So you think you know comic books? Close your 
door, draw the blinds and listen carefully. The latest 
word is that two big names in the comic book 
industry have teamed up for a most ambitious pro- 
ject No, we're not talking Marvel or D.C. Comics. 
Give up? Try Valiant and Image. 

They might be relative newcomers, but comic 
book fans and collectors agree that both Valiant and 
Image have done a great job on their own super- 
hero universes. The new series will be entitled 
"Deathmate" and will feature a balanced collection 
of heroes from both companies. The prologue is 
scheduled for release in June. 

This is perhaps the hottest news since Super- 
man's demise (R.I.P.) or Spider-Man marrying Mary 
Jane. Both companies will benefit from this joint 
venture, and so will collectors who buy multiple 
copies. For every 50 copies ordered, Valiant/Image 
are offering a free "special" version. Will ft have a 
special hologram cover, or will it be signed by the 
writer and artist of the book? No one's talking, but 
knowing both companies if s bound to be some- 
thing cool. 
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JAM WITH 
THE BEST 
THE NBA 



Berkley's Monster Dunk. 

Harper's Air-Reverse Slam. 

Malone's In-Your-Face Jam. 
Rice's 360° Slam. Manning's 
Double Pump Jam. Ewing's 
Bounce-Ball Slam. 




jt gel bounced like a basketball 



Pippen 
goes to the hole, 
■double- 
stop his double pump jam. 



Welcome to Jam City. Bulls vs. Blazers'" and the NBA Playoffs" 
The updated version olthe most popular basketball game ever. With 

the complete rosters of all 16 

1 992 NBA playoff teams. 

Updated stats. And the '92 

East and West All-Star 

squads. 



_ Now you 
gel even more ways to steal the show. With tougher defensive 
And (he chance to build your own dream team from the NBAs fines!. 




J 




You also get new 
signature moves that'll maki 
your head spin. Like Kersey's 
Gorilla Slam. Stockton's Behind- 
Your-Back Pass. And Owen's Alley-Oop 
Jam. Its the NBAs biggest guns. And all 
their shots. 

You can even create your own dream 
team. Pick any player from the starting 
five of any playoff or All-Star squad. 
Then create a nightmare for the rest 
of the league. 

Plus there's much tougher "D" 
Smother the tall with a full-court 
or half-court press. Of course, the 
tougher your "D'Jfhe more you 11 tire 
and commit fouls. 

The action starts at Round 1 with all 
- 1 6 playoff teams. From there, it only gets flf 
more intense. Establish your inside game. Hit a few treys. Play the substitution^ 
game. If you can stand tallest in the paint, the NBA title is yours. 




te Mailman s 
^■defense flaf- *^| ^K^^H In-Your-Face 

^"footed with <B1BM^^^^B Dunkalways 

Hardaways unstoppable UTEP 2-step. makes a huge splash. 





Kemps 

\Oft-the- Glass 
I Jam always 
shatters the competition. 




side moves 
nake him 
Cleveland's center ot attention. 



EA SPORTS" covers every brick that clangs off the rim, every 
squeal of $159 sneakers. With instant replay. Scores from other 
games. Stats. Highlights. 

Jump at this chance to join basketball's elite. Visit your local 
Electronic Arts dealer or order by phone anytime: ji^j^*, 
(800) 245-4525. And play with the champions 
of the NBA. 
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Vo Sega! 



Va Sega! 
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Is Blast Processing real or is it made up? 
T.P., Alexandria, VA 

It's real, and is already being used in a number 
of Sega games, such as Sonic, Ecco, Jurassic Path, 
and Kid Chameieon, among others. Without get- 
ting too technical, blast processing allows the 
Genesis to display one image while loading 
another into memory, something the SNE5 can- 
not do. Blast processing speeds up the action on 
the screen; without it, Sonic would move about 
as fast as Mario. 



!fo Sega! 

Back in the Fall of 1 990, 1 just had to get a Genesis. 
Since that time, you have lowered the price of the sys- 
tem by $70, packed in Sonic the Hedgehog, and now 
are giving away Some 2. Have you forgotten about the 
people who bought a Genesis when they were almost 
brand new? 
J.W., Columbia, MO 

You're not the only one who^ had this experience. 
When the first audio CD players came out 10 
years ago, they cost a whopping $1,200. Some 
people just had to have it, and were willing (o pay 
the price. And even though they paid more than 
the next generation of buyers, it was worth it to 
them to have a CD player before anyone else. 
So even though you paid more for your Gene- 

. sis, aren't you glad you got yours when you did? 

\ In any event, we haven't forgotten you. You're 
\ still receiving Sega Visions, aren't you? 






1 really love reading ynnr magazine, especially when 
you talk about Sonic the Hedgehog 2. 1 just want to ask 
a couple of questions about Sonic and Tails: 

1 . What age is Sonic and Tails? 

2. How did Tails get two tails? 

3. What age is Robotnik? 
Yours Truly, R.R, |no address! 

Would you believe thai Mickey Mouse is going 
on 65? This means that Mickey made his first 
appearance 64 years ago, not that he is a gray- 
eared pensioner on Geritol. However, even 
though Mickey has been around for more than 
60 years, he is {and always has been) a young 
adult. 

Likewise, Sonic has been around for about 
four years, but we all know he is older than four. 
Actually, Sonic is about 13, and his friend Tails 
is about five. 

We dont know exactly how Tails got his two 
tails, but we suspect he was born with them, 
which makes him pretty special. 

And as for Robotnik, we're not sure how old 
he is, but we know that he can't be trusted, so 
hes probably over 30. 



Vo Sega! 

1 just bought a Game Genie for my Sega Genesis and 
it really blew my mind. 1 really like this thing. How 
does it change a game? 
D.j,, Little Rock, AR 

The Game Genie doesn't really change the game. 
It just interrupts the instructions that go from 
the cart to the Genesis, and modifies them 
according to the codes you give it. For example, 
by giving the Game Genie the proper codes, you 
can modify the "number of lives" instruction to 
give you unlimited lives, or the 'jump height" 
instruction to let you jump higher. 
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Vo Sega! 

My mother and everyone else swears that my Genesis 
is the sole reason for the electric bill. They believe it 
takes up so much energy Will you please tell me, so 1 
can tell them about how much energy it uses and on 
the average how much it costs to use it? 
G.EC, [No address] 

According to one of our technical guys, the Gen- 
is draws a constant 1 7 watts of power, which 
is just a little more than a 15-watt lightbulb. A 
13-inch TV connected to your Genesis would 
draw an additional 60 watts, while a 20-inch TV 
would draw 100 to 120 watts. So depending on 
the size of your TV, a session with your Genesis 
would use about as much energy as a pair of 60- 
watt lightbulbs. We suspect you wouldn't get as 
many complaints if you spent an equal amount 
of time doing your homework under two 60- 
watt lightbulbs. 



Later on in the future, will it be possible to connect 
the Game Gear unit to a television? That way, you 
could play a game on the Game Gear with the same 
control pad and watch the game graphics on the tele- 
vision. If it is not going to be done in the future, is it at 
all 

Sincerely, P.L., Fairfax, VA 

What you're talking about is a Game Gear with 
video and audio output jacks, a device that 
presently exists only in the dreams of gamers 
like yourself. Although we have seen some 
modified Game Gears that can do this, Sega has 
no plans to market a Game Gear with this capa- 
bility built in. Its a great idea, though, and one 
that we'd like to see happen. 



Vo Sega! 

I know you are all working hard in your jobs 
to make Sega Visions the best it can be. So, if 
you can spare a few moments, I'd like you all 
to know: all of us appreciate your work. S.V 
rules, and so do you! 
D.W., [No address] 

Thanks for that vote of confidence. We set 
out to make Sega Visions the best Sega- 
specific magazine in the world, and accord- 
ing to our readers, it looks like we're 
succeeding. (OK, all you skeptics out there, 
this is a real letter; we have the o: 
our corporate vaults.) 
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Honest. It really is a 
Cartridge Game! 



r 



the: Quest F"ore Identity 




Planet Titan: Outwit and outgun 
weird mutants and traps to escape 
from this hostile jungle. 












New Washington: Youfbundyour 
memory. Now take on lethal missions to 
survive undercover. 








Death Tower: Combat deadly replicants 
in a futuristic gladiator show. The prize - 
your life. 




Paradise Club: You discovered the aliens' 
headquarters but get trapped in their prison. 



Planet Morpbs: Transmutating morphs 
relentlessly defend their planet from your 



Flashback's animation is so fluid, and the graphics so eye- 
popping, you won't believe it isn't a CD-ROM game. The 
characters move at 24 frames-per-second and an intense 
science fiction plot unfolds with animated sequences. 
With 7 challenging levels and a choice of 3 difficulty set- 
tings, you'll wonder how this all fit into a cartridge. 

For lips and Information: 
U.S. Gold GAMEHne 

1 -900-288-GAME (4263) 



Now available!!! 
The Official Flashback-Trie Quest lor Identity Strategy Guide 

Attested guide of hints, strategy tips and Die further adventures 
of Conrad Irom Marvel® amies. Gall the U.S. Gold GAMEtae 




GENESIS 




This summer, Sega will change the way you think about 
dinosaurs with a new Genesis title that is as big and bad 
as a Tyrannosaurus Rex and as fast and cunning as a 
Velociraptor. A game that is loaded with more action and 
thrills than you'll ever find at an amusement park. It's 
Jurassic Park by Sega. Based on the upcoming Jurassic 
Park, a film by Steven Spielberg, this is a game that has 
been 65 million years in the making. Dinosaurs are among 
us once again! And you just might learn why they ruled the 
Earth for millions of years. 



^^reating Jurassic Park was no 
small feat Sega's game designers 
incorporated the ultra-latest tech- 
nology to give the game a look and 
feel that approaches animation 
quality; including stop-motion 
modeling done with dinosaur 
models similar to the ones used in 
the movie (see The Malting oj Juras- 
sic Park elsewhere in this issue). A 
digitized soundtrack and sound 
effects round out Jurassic Park as a 
game like no other. 

Make no dinosaur bones about 
it. Its awesome. Jurassic Park pits 
man against dinosaur, and 
dinosaur against man. Play either 
as Dr. Grant — in a mission to res- 
cue people trapped in the Visitor 
Center— or as a Velociraptor 



dinosaur in a quest to escape 
Jurassic Park. Because your adver- 
saries display artificial dinosaur 
intelligence CADI), they respond 
differendy with every action you 
make, every time you play. There 
are few patterns and little pre- 
dictability You don't always know 
when a dinosaur or guard is going 
to appear or what they are going 
to do. Ever)' time you play Jurassic' 
Park, you'll face a new game. The 
Raptor that chewed you up before, 
may now just sniff you and move 
on. Maybe. Whether you choose 
to fight for Raptor freedom or to 
free the humans from the Visitor 
Center, Jurassic Park is big, fast and 
full of challenges. 



Playing as 
Dr. Grant 

If you choose the human-player 
game, you control Dr, Grant in a 
13-stage mission to rescue the 
people trapped inside the Visitor 
Center. The key to beating the 
game is to concentrate on getting 
to the Visitor Center, not on 
wasting dinosaurs. In fact, 
you can't. The items you'll 
find will shock, stun or 
put to sleep the many 
different dinosaurs you 
encounter. Stick 
around too long and 
they will wake up, most 
likely with a less favorable attitude 
toward you! 

The first round is the Jungle, 
where your jeep has just crashed. 
After you get up from the ground, 
take a closer look at the jeep. 
There are tranquilizer darts by the 
windshield. Reach them by press- 
ing Down on the D-Button to 
crouch, then walk to the darts. 
You'll find other items at various 
points throughout the game. Items 
include Stun Guns, Gas Grenades, 
Super Darts and Flash Grenades. 
Although there are seven main 
types of dinosaur in the Park, the 
three you have to worry about 
most are Tyrannosaurus Rex, Spit- 
ters and Raptors. T-Rex is big, 
mean and hungry: Spitters "spit" 
green venom with uncanny accu- 
racy And Raptors are unique. 
They are fast, highly intelligent and 
the most " 
you will face. 




The Tricerataps is the first dino you 
encounter. You can get past him il 
vou are last on your feel. 







Hold down the Jump Button when 
you leap lor ledges, to hang and pull 
yourself up. 




Pterodactyls move in quickly. Listen 
lor the sound ot their wings for a 
split-second warning, then try to 
jump Up to avoid taking a hi). 




Add these Tranquilizer Darts to your 
inventory before you do anything 



Raptors are bigger, meaner and 
powerful. Compys are small and run 
in packs. 



14 
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Crouch and Push boxes and other 
objects to gain access lo areas you 
normally could not reach. 





It the Compys gang up on you, try This Pump Station herbivore is harm- 
pressing Lett and Right rapidly on the less. 
D-Button to shake them oft. 



You can climb vertical poles, vines 
and ladders to reach horizontal sur- 
faces tor hand-over-hand travel. 



Spitters can hurt you from long range 
with their poisonous, green, glob- 
like spit. Four zaps with a Stun Gun 
will stun them for a short lime. 





Search the River Level carefully. 
You'll find a lot of items here, includ- 
ing gas for your river boat 



Jungle vines are a handy way to 
travel across chasms and other haz- 
ardous obstacles. 



First Aid boxes will recharge Grant's 
life meter. 




Always be aware ot places to hide. 

The Raptor can't reach you when you 

are in the Power Station's sub-level 

shafts. But you can still use items on 

him. 



Electric shock is a constant danger 
in the Power Station level. Try to 
time the discharges and Jump for it 





Five or six Stun Gun blasts will 
knock down a Raptor, but they don't 
stay down for more than a second or 
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Playing 

If you decide to play Jurassic Pai^ 
rotor, you put a whole new 
focus on your gaming experience. 
Your object now is not rescue, but 
:, You are a Raptor; the most 
intelligent, mobile dinosaur in 
Jurassic Park. You are trapped in a 
holding cage. Lightning frees you. . 
Now you must battle Park Guards 
and other obstacles as you make it 
through 13 levels of Jurassic Park 
to a ship that will carry you to the 
mainland. 

In the Raptor game humans are 
your main adversaries. Since you 
are a dinosaur, you cannot use the 
items humans use against you. You 
have to follow a whole different 
train of thought and use the 



strengths of your powerful reptil- 
ian body 

What are the advantages of 

)tor? You can move fast. 
Very fast. You have long, powerful 
legs that allow you to jump to high 
places, and strong claws to grasp 
or tear at your adversaries. You are 
also very mobile. And while you 
cant use human items, you can 
move blocks, boxes and other 
objects to allow you access to dif- 
ferent areas of the game. Playing as 
a Raptor allows you to experience 
what it is like to be a life form that 
has not walked the earth for 65 
million years. We think it will 
drive you wild. 



Leap la higher levels by Jumping with 
the D-Butlon in the appropriate direc- 
tion and holding Button B. You will 
automatically grab the edge and pull 
yourself up. 






Meat replenishes your life meter. Bap- 
tors need to snack often. 
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Jurassic 
Park Maps 

The grounds of Jurassic 
Park are big, treacherous 
and loaded with 
danger.The items and 
placement are different 
depending on whether 
you play as Dr. Grant 
or Raptor. Here's what 
you can expect to find... 
or encounter. . .in the first few lev- 
els, playing as Dr. Grant. 



1. Tranquilizer Darts 

2. Super Darts 

3. Flash Grenades 

4. Gas Grenades 

5. First Aid 
B. Extra Life 

7. Brachlosanr 

8. Triceralops 

9. Pterodactyl 

10. Compys 

11. Raptors 

12. S Hitter 

13. Stun Gun " 



1. Tranquilizer Darts 

2. Super 

3. Flash Grenades 

4. Gas Grenades 

5. First Aid 

6. Extra Life 

7. Brachiosaur 

8. Triceralops 

9. Pterodactyl 

10. Compys 
11. 
12. 
13. Stun Gun " 
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1. Tranquilizer Darts 

2. Super Darts 

1. Flash Grenades 

4. Gas Grenades 

5. First Aid 

6. Extra Lite 

7. Brachlnsaur 

8. Triceratops 
i. Pterodactyl 

10.Cnmpys 

11. Raptors 

12. Spltter 
13. 



dinosaurs and items are found 
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Imagine a man-made natural 
reserve uitiere dinosaurs of oil 

Shanes and sizes nam. living as 
then did 65 million pis ago. The 
laplois. fast and intelligent with 
razur-sharp claws, staining 
Hugh the jungle, and pouncing on 
theii unfortunate preq uiith unlie- 
lievahle speed. The tiiceiatops 
peacefullg grazing in the under- 
growth. Rod the Tgrannosaurus Rex. 
the ultimate predator, standing SO 
feet tall and uiith a had temper to 
match. This is JurrassicParh. 



gene? 



I n an unmarked office building about 1 5 miles from 
the San Diego Zoo, a team of dedicated artists, pro- 
grammers and game designers is putting the finishing 
touches on a different kind of zoo, one that can exist 
only in the imagination. Blue Sky Software, the devel- 
opers of Jurassic Park for the Genesis, have spent more 
than a year creating a world unlike any other, the ulti- 
mate natural reserve populated by creatures long 
extinct. 

Such an immense undertaking can succeed only 
with dedication, teamwork and talent. Fortunately, 
Blue Sky has all three qualities in abundance. Over the 
course of the last 1 5 months, a core group ol a dozen 
very talented individuals has been working together to 
bring Genesis owners the ultimate gaming experience, 
a video game based on Steven Spielberg's blockbuster 
movie, Jurassic Park 
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Game Design 
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Character 
Animation 

Once the game design was buttoned down, it was time 
to start animating Grant and all the creatures in the 
game. Because Grant is the central character, a lot of the 
effort went toward animating his movements. In fact, 
Grant has over 50 separate animation sequences, with 
different movements for walking, running, climbing, 
jumping, falling and so on. 




Digital Cloning 

While its relatively easy to create animation sequences 
of a person, creating animations of creatures that have 
been dead for more than 65 million years is a different 
kind of challenge. To understand how these long- 
extinct creatures moved , Doug and his team of anima- 
tors consulted the same experts used by Steven 
Spielberg for the movie. 

Each one of the prehistoric creatures used in the 
game had to be studied in detail, noting their size, 
shape, mass and anatomy. To make their task a little eas- 
ier, the team made use of models similar to the ones 
used in the production of the movie. By using stop- 
motion photography (where the model is moved by a 
small increment and then photographed), the team was 
able to create animation sequences of all the prehistoric 
creatures used in the game. 



A Little Background 
Information 

While some of the artists were working on the anima- 
tion sequences, the rest of the team wete busy creat- 
ing the backgrounds. Each level in the game has a 
different background, some of which extend to 20 or 
30 Genesis screens. 

Backgrounds are created with a computer paint 
program, and then compressed using a "tiling" tech- 



nique. Tiling is a process which breaks an image 
down into a small number of tiles, which are then 
combined to recreate the original image. By using a 
smaller number of tiles over and over (and by flipping 
and rotating tiles) , the background artists can fit big- 
ger, more complicated backgrounds into a canndge. 
(At 1 6 megs, Jurassic Par): is one of the biggest carts 
ever produced by Sega. By using tiling and other 
compression techniques, the developers have been 
able to cram even more onto the cart.) 
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Animating Grant was fairly straightforward. Team 
member Mark Dobratz was videotaped in front of a 
neutral background while he made all of Grant's move- 
ments. Selected frames of the videotape were then digi- 
tized and fed into a computer, where the graphic artists 
could manipulate the images further, compressing the 
data, modifying the colors and fine-tuning the move- 
ments. The result was a smooth animation sequence for 
each of the movements that Grant needs to make. 





Because the raptors are the central dinosaurs in the 
game, they have the greatest number of animation 
sequences, with 20 or more different movements. This 
is more than double the number of sequences for the 
other dinosaurs. The raptors have dillereni sequences 
for walking, running, sneaking, auacking. biting, hiss- 
ing and so on. 

Cleaning Up 

After creating the animation sequences, the small army 
of artists began cleaning up the. individual images to 
make sure that the animations were smooth and glitch- 
free. This process involved bringing each image into a 
computer paint program, then using special smoothing 
and blending techniques to make sure that die colors 
and the increments of movement were consistent. 
When all the animations were clean and smooth, the)' 
were ready to be placed onto the backgrounds. 
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Music and Sound 

The dimension of sound is as important to video 

s as it is to movies. It is even more critical for big 
action games like Jurassic Park, where the sound of a 
Stun Gun or the roar of a Tyrannosaums can add 
depth and realism to the game play In addition, the 
sound of the jungle can provide subtle clues for the 
observant player — a creak in the undergrowth or the 
hiss of an agitated raptor can let the player know what 
might be coining down the road. These sound effects, 
together with Sam Powell-- musical soundtrack, will 
help make Jurassic Park a phenomenal gaming experi- 

Get with the 
Program 

While the rest of the team is creating the animation 
sequences, the backgrounds, and the sound and 
music, the programmers have been busy creating the 
environment that will serve as the basis for the game. 
First, they have to create the "engine" for the game, 
the instruction set that defines the type of game (side- 
scrolling), the types of backgrounds and the kind of 
control available to the player. Once the basic game 
engine is established, the programmers set out to 
define the kind of behavior patterns available to the 
characters in the game. This is what is referred to as 
artificial intelligence, the characters' ability to exhibit 
lifelike behavior, giving them depth and dimension. 

dictable patterns. For example, under some circum- 

Grant before turning around and walking away; on 
other occasions, the same raptor might pounce and 
attack without hesitation. The actual response 
depends on various factors, such as the level in the 
game, the player's sophistication and ability, and the 
type of dinosaur. Because the raptors are the most 
complicated creatures in the game, they have almost a 



dozen factors affecting their responses. This makes 
them appear wily and cunning, since their behavior is 
not always easy to predict. 

The other dinosaurs in the game also exhibit AI to 
some extent. Without AI, they would respond the 
same way under all circumstances, making their 
behavior flat and mechanical. What this means for the 
player is a game that is consistently challenging for all 
levels of playing ability. 

Putting the Whole 
Thing Together 

So far, we have seen how each game clement is creat- 
ed; the animation sequences by digitizing live models 
or through the use of stop-motion photography; the 
backgrounds with a computer paint program and 
tiling techniques, the sound and music, and the pro- 
gramming. The next step is the combination of all 
these elements into a playable game. This process, 
which is a critical step in the creation of a well-bal- 
anced and challenging game, requires the combined 
efforts of the anists and the game designers. 

As background artist Mark Lorenzen scrolls 
around the background of one of the levels, the game 
designers specify the placement of the dinosaurs and 
the other game elements at various points. Not only 
do they need to decide which of the dinosaurs should 
be placed at each critical spot, but they also have to 
decide which animation sequences to use, 

For example, they might decide to place a raptor 
at a critical intersection, blocking Grants path. Which 
of the 20 or so animation sequences they would use at 
that intersection depends on how Grant will need to 
act in that situation. One sequence might have the 
raptor turning toward Grant and hissing. This might 
be followed by the raptor rearing up to attack and 
then charging Grant at full speed, It would not be 
unusual to have six or more animation sequences at a 
critical point in the game, with each one tied to a 
specific action by Grant. Of course, the sequence that 
most gamers will want to see is the one of the raptor 
falling over, stunned by Grant's Stun Gun. 

The Finishing 
Touches 

As with any video game, the last few hectic weeks of 
die project are spent fine-tuning and polishing the 
game play, and eliminating "bugs," those insidious lit- 
tle software glitches that can cause unpredictable 
results. Segas test group spends hundreds of man- 
hours playing the game and reporting any problems 
they find to the development team. Finally, after 
weeks of tuning and bug-squashing, the game is ready 
to be manufactured and shipped to the anxiously 
awaiting gamers all around the world. 

Want to know more? Check out the exclusive 
review on page 14 of this issue': 
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JOE MONTANA'S 

NFL FOOTBALL 



Welcome to The Next Level of CD sports! Joe Montana's 
NFL Football CD from Sega is the first sports title for the 
Sega CD. An all-new 3-D Behind-the-Quarterback view 
brings you right down onto the field. A killer soundtrack 
will surround you with the crunch of the pads. Digitized 
video commentary and advice from Joe Montana himself 
will get you moving in the right direction. And an official 
NFL license gives you all your favorite teams. What more 
could a sports nut want? 



■magii 



Tagine yourself on the field, 
coming out of the huddle. The 
snap...the throw.. .Touchdown! The 
crowd goes herserk! The most 
amazing facet of this intense new 
title is the feel. The game perspec- 
tive is that of the Quarterback. You 
can look left and the game will 
scroll left. Look up the field and 
you see your wide receiver from the 
right perspective. The zoom func- 
tion makes fantastic use of the Sega 
CDs hardware capabilities. Add to 
this he actual NFL teams, plays 
straight from the playbooks of NFL 
offensive and defensive coordina- 
tors, and league play with tme play- 
off structure. What you get is the 
best football simulation ever. 

Sega worked closely with Joe 
Montana to produce the games dig- 
itized comments and critiques. He'll 
congratulate you on a winning play 
You can ask for advice during time 
outs. In addition to tips, Joe does all 
his color commentary in digitized 
video form. 

This game has Joe larger-than- 
life in great form. You'll have all the 
most recent stats, save -game ability 
and a kicking soundtrack that 
includes samples of true NFL 
play — from bone-jarring 



crunches to the roar of the crowd. If 
you don't want the added com- 
mentary or game tunes, you can 
turn them off. The players them- 
selves have amazingly accurate 
moves, all fully rotoscoped, and the 
animations are very, very cool. 
You'll see helmets getting knocked 
off, a terrific helicopter spin and 
some fantastic end-zone antics. 

The game is for one or two m 
players and will let you save con- 
figurations. Once you've won the 
Super Bowl you'll qualify to take 
on 10 of the greatest teams of all 
time. The teams included are: the 
'67 Packers, the '68 Jets, the 72 
Dolphins, the 76 Raiders, the 77 
Cowboys, the 78 Steelers, the '84 
'Nmers, the '85 Bears, the '86 
Giants, and last, but not least, the 
'92 'Skins. The list itself is incentive 
to take a team to the Super Bowl! 

Overall, its not just the terrific 
stats or the fantastic sounds that 
make this such a great title — its; 
the three-dimensional environ- 
ment. The impact is spectacular 
and it allows a real close to the 
action, smell-the-grass perspective. 
From kick-off to the final play this 
is a true football game for true 
football fans. 
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Grab your six-shooter — or 
your Sega Menacer — and 
get ready for the Wild West 
shoor/em-up that promises 
to beat all shoot-' em-ups: 
Mad Dog McCree is headin' 
into town. Mad Dog McCree 
will be the first of American 
Laser Games' arcade hits to 
be converted to the Sega 
CD... and it looks like a day 
in the Wild West will never 
be the same. The interac- 
tive-style gun-slingin' action 
in this full-motion video 
game will make it great for 
the Sega Menacer. This 
level of player interaction is 
something Sega gamers are 
hankerin' for. Of course, 
Mad Dog McCree will play 
just fine with the control 
pad... just a little tamer. You 
will even have a two-player 
option, with the players tak- 
ing turns on each shootout. 
Round up a pardner, cinch 
up your gunbeit and get 
ready to face some mean 
hombres, 

Gunfight art 
the KO 
Corral 

Folks in town are plumb scared to 
death. Mad Dog McCree and his 
band of cutthroats are headin 
their way and the sheriff ain't near 
main enough to handle ^i\ ol 
Mad Dogs men, let alone a whole 
gang. What this town needs is a 
gunslinger... you. Save the town 
— and the Mayors daughter — 
and get your hard-fought rewards. 

But first, get in some target 
practice. Mad Dog McCree will 
give you plenty just line up the 
bottles, then let 'er rip with your 
Menacer. 

In town, you'll get your choice 
of four different areas to clean up: 
the Saloon, Sheriffs Office, Corral 
and Bank. The games outcome 

U 




Show 'em how well your target prac- 
SaS oil. Peg me dad buys 
holdingmehankclerkandcus- 

tomers hostage. 



will depend on the paths you 
choose. Sneak peeks at Mod Dog 
McCree reveal it is jam-packed 
with amazingly vi\id movie deaths 
of the bad guys you exterminate, 
like the guy who tumbles off the 
roof of die Saloon. Shoot one of 
the innocent townspeople and you 
will see footage of the undertaker 
completing the burial, then telling 
you how many remain of the orig- 
inal 62 people you're supposed to 
be protecting. Get killed yourself 
and you'll visit die undertaker. 
Want to be buried with your boots 
on, pardner? 



You will stan with three lives 
and six bullets. You an add to 
your store of lead by shooting any 
cow skulls or spittoons you see. 
Continues will also be available. 
Rescue key folks from Mad Dog's 
gang and they'll give you hints on 
how to proceed next. You'll visit 
eight stages of the Old West in all. 
And this is authentic Old West — 
Mod Dog McCree was shot on loca- 
tion in New Mexico, which lends 
the game a spectacularly realistic 
look and feel. 

So, get ready to grab your 
Menacer and join the crowd thats 
gathering to send Mad Dog scur- 
rying. What more fun could a var- 
mit-busdn' lad want? 




Walch your back! rou never know 




^j^tjinwshernl. Bad Dob s 

Susl love target practice with 
tin stars. 
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Take a Drive Off the Deep 
End with Roa 



en 



. Road Avenger 
for the Sega CD gives you the license 
to do whatever it takes to wipe 
S.C.U.M. (Secret C 
ground Movement) off the high' 
Ever smash a car through a hotel 
lobby? Spin off a bridge at high 
aring up the 
, ^, perpetrators? 
ice! Gear up for the 
ne noi pursuit. Road Avenger, 
so much fun it should be illegal! 

• Full CD soundtrack! 

• Digitally recorded stereo sound 
puts you right in the game! 

• In your face close-ups! 

• Over 30 minutes of full 
motion animation! 

ds-up-display keeps your 
,j„ on the action! 

• Nine rubber burning stages! 

• Head spinning 360 V 





your tank with high octane action! forget 
e, full i" speed ahead to your nearest Sega d) retafh 
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Emm 

The Terminator has been a popular figure in video games 
on all platforms the past year. Now he comes to the Sega 
CD in a version that definitely reaches The Next Level in 
graphics, sound and game play. Virgin Games' new Termina- 
tor CD is a winner! Take Kyle Reese from a future war 
between humans and mechanicals back to the past to pro- 
tect Sarah Conner's unborn child. This explosive run-and- 
gun, single-player action title has spectacular graphics, an 
amazing QSound soundtrack, digitized intermissions from 
the film and terrific game play. You'll fall in love with this 
game faster than you can say "I'll be back," 



■f you saw the original Termina- 
tor Rim, you know the storyline. 
Kyle Reese is sent on a nip to the 
past by the leader of the Human 
Alliance. His purpose is to protect 
his future leader from an early ler- 
mination while still in the womb 
of Sarah Conner. 

Guide Kyle from a deadly 
future of bombed-out buildings, 
underground bunkers and 
mechanical killing machines to a 
past rife with crazed gangs, cops 
who don't understand, killers on 
every comer and finally— against 
the Terminator himself. 



i 



Take all Ihe Mips you find. You'll 
need them. The game gels very 
tougfi...vetv quickly. 

If you play Terminator CD 
through your stereo equipment, 
you are in for a real neat. The 
recording was mastered using 
QSound™, a new technique that 
widens the listening area to give 
you full three-dimeasional impact 



with only two speakers. When you 
fire Kyle's weapon, you'll hear the 
shot and the projectile hit in areas 
around you. This is quality beyond 
compact disc-based digital stereo. 




Be careful when you clear out this 
big machine gun. You have Ihe Ter- 
minator to contend with next. 




One grenade will take out these 
metal arachnids. Just be sure you 
are hack tar enough when you throw, 
because the grenade will arc over 
your enemy if you are too close. 
On your way through you'll 
collect plenty of health bonuses, 
weapons power-ups and grenades. 
The background graphics have 
scads of parallax scrolling. Kyle has 
amazingly realistic movements 
that are fully rotoscoped, created 
using the most recent Silicon 
Graphics technology. Just watch- 
ing his trench coat flapping is a 
real treat. Terminator adds up as 
one of the best action titles on the 
Sega CD this year. Battling mecha- 
nized warriors has never been so 
much fun. 



At the end of level three, you'll find a 
big mechanical laser. You need it to 
open the right-hand wall by firing at 
you. Stay low and jump the blasts. 
Go right when he has opened a two- 
or three-shot hole. 




This proximity alarm calls out the 
troops. Take it out quickly. 



3D 
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To take out level two s boss, fire constantly while tutting 
the Jump button. There are two target areas— one low 
and one high. 




store a part of your life meter. 
. .iiiil 'em, because you can't go 



Check all levels when you search through buildings. 
You'll usually find Grenades, Firs) Aid boxes and power- 
ful exotic weapons. 



SEGA CD 




Dracula on the Sega CD challenges you to enter the Prince of 
Darkness' dangerous, eerie worM-and The Next Level in 
video games. Dracula from Sony Imagesoft uses the high- 
tech graphics and sound advances of the CD well. This one- 
player game draws heavily from the feature film Bram 
Stoker's Dracula, with digitized intermission scenes and 
stereo soundtrack from the movie, computer-generated 3-D 
models using blueprints from the movie set and digitized live 
actor modeling for the main character, Jonathan Harker. Hark- 
er's life-like movements combined with the 3-D graphics add 
an exciting realism to Dracula. There are places in the game 
where the background rotates as Harker turns a corner. Drac- 
ula on the CD is game playing at its best. 



^%s the 19th century vampire 
hunter Jonathan Harker, you will 
battle Dracula and his minions 
through seven spectacular levek 
Ultimately you must destroy 
ula and release your kk 
Lucy, who has joii 
Your vampil 

Travel to CastTUM (apCTTclanger- 
ous journey AfflgcnTdark, eerie 
forest. Once youve traversed the 
forest, you enter Castle Dracula, 
where you battle evil of all shapes 
and sizes, including bog creatures, 
Draculas mesmerizing brides and 
the Count himself — as a vampire 
bat. 3-D is used to good effect in 
Castle Dracula; the room rotates as 
you enter and exit. From the Cas- 
de, your quest continues to 
Hillingham Estate and Carfax 
Abbey, then on to the final battle 
with Dracula. 

•m 



Defeating 
the Undead 

arker must rely on his wits and a 
pmbination of punches and kicks 
I defeat the undead. He has no 
. He can jump forward, 
1 and straight upward, 
s are either a single- 
' a one-two punch 
ands. The speed of 
guiton B determines 
. Harker also 
£ie kick button 
punt-like kick, 
ntton quickly, and 
he'll deliver a vicious roundhouse. 
Dracula delivers great arcade/ 
action gaming in a fonnat that 
takes advantage of the CDs 
strengdis, though the games play 
controls could be a little tighter. 
With first-rate graphics and sound, 
Dracula on the CD shows you 
what is possible at The Next Level. 





Jump carefully across the bog in the Scorpions inflict massive damage, 
forest. Miss and you'll die a hot and Time your kicks right, 
grisly death. 




Not only do you have to deal with dif- 
ferent jump distances, you also will 
have to contend with Hying enemies 
on this bridge. 



D skeletons are part ot the back- 
ground. They look menacing, but 
aren't a threat. 




Jump over the green acid slime that 
the skeletons spew and give them 
four punches to the head. 



All the birds In the early levels can 
be taken out with a punch. Birds you 
run into at Level 4 and beyond will 
kick. 




Ghosts cause quite a bit of damage 
each time they touch you. One hit 
will finish them. 



Fight the Level 4 boss this way: Duck 
his overhead passes, punch him 
twice, then hack off. Repeat as 
necessary. 




This Level 2 mid-level boss can be 
taken out by ducking his overhead 
passes, then punching him eight 
times. 



When you see vines, immediately 
lump forward and kick them. If you 
walk forward they'll cause grave 
damage. The vines require only one 
kick. 
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S E G H CD 




09 is 




amni 

His intelligence is legendary. His agility and power, 
a unique blend of strength and grace. He is 
Ecco trie Dolphin, Sega's most famous under- 
water mammal. His expanded one-player 
adventures on the Sega CD will 
delight dolphin lovers and 
gamers alike. 



A 



Echoes from 
the Deep 

Ecco is a young bottlenose dol- 
phin on a perilous quest across 33 
r e levels to find his pod, 
>usly swept away in a 
storm. This CD version 
five new levels... and adds 
a few surprises to the levels famil- 
iar to Genesis players. 

Eccos undersea adventures 
expose him to the beauty, mysteries 
and dangers of the deep. His aquat- 
ic quest will take him to sunken 
shipwrecks, the legendary city of 
Atlantis and to Deep Gate, where it 
seems no air-breathing mammal 
can survive. You must rely on 




Bun me comet™* 

B 

Hcftoiocat/on lets ton iraci ™,„ 
Mo»aiwi wrsma , ta J e ™ 




mcco the Dolphin on the 
;a CD introduces the use of 3- 
D sound for a gaming experience 
like no other. Because Eccos 
undersea environment is a critical 
part of the games beauty and chal- 
lenge, Sega has added QSound™, 
3-D stereo sound, to the musical 
score. When the Sega CD player is 
connected to two stereo speakers, 
QSound™ expands Eccos environ- 
ment into the room. This effect sur- 
rounds you with music and 
game sounds, immersing 
you in Eccos undersea 
world. QSound, 
coupled with Eccos 
complex 
and rich graphics, make Ecco the 
Dolphin a gaming experience all 
players will enjoy. 



Eccos sonar to get information 
from sea creatures and mysterious 
crystal glyphs. Sharks and other 
deadly enemies cross your path 
often... and you must always 
remember that you need air to live . 
Ecco the Dolphin is a rewarding 
It has a r. 
word feature to let you save your 
progress; you wont finish this game 
in one day Think like a dolphin, 
move like a dolphin and, with 
QSound, live in the dolphins 
world. Ecco the Dolphin is one 
of a kind. 



Fmd me g^pft ftat will granlZu 

mammaKwsiraKie,, before 



SpnWohs are as intraclaoie as 

?Su«esyoutt«B™«vou 
need. 
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ThTslow-movWseaWJsw'K a 

i» innks his enouali to »^e as a 

Tan*'."" 8 ™'"™* ™* 
current. 





i" llle m ' M »'raBSTMeiNnftto 




Slteirinessajesorneirmaaffi 
power 








Ing air. other win h»t» hi- £*___ ™ affl * ine 



offiw will ftem him asvanie 



Think and Move Like a Dolphin 




Press Button A lo activate 
Ecco's sonar. Use sonar to get spe- 
cial messages from trie crystal glyphs and 
other sea animals. Hold down Button A lor a map 
showing Ecco's location, 
m B makes Ecco charge. Use this with the D-Button to catch fish 
or to attack enemies. 

Button C Is Ecco's swim button. Press C repeatedly lo build speed, then 
hold it down to maintain your speed. 
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You'll find food throughout the game. 
II gives you a recharge on your ener- 
gy bar. Use it strategically by waiting 
until you are tow on energy before 
grabbing the snack. 



Sometimes, you'll find it most useful 
to use your enemies as a weapon. 
Toss them at their nasty friends lor 
great effect. Bw 



Fighting fans, prepare! Final Fight CD from Sega is on its 
way. This hard-punching, face-kicking, two-ptayer fightin' 
title features six solid levels of street-brawl action. Fresh 
from the arcades, Final Fight CD for the Sega CD has new 
stereo sounds, a new two-player simultaneous mode and 
new areas. Join Mike Haggar. his soon-to-be son-in-law Cody 
and his buddy Guy, as they dear out the Mad Gear Gang and 
rescue Mike's daughter Jessica. It's a fist-to-face frenzy! 




When you're brawlin' with Eddie and 
his life meter is running tow, watch 
out. Bullets will soon be flying! 



in this Sega CD exclusive Time 
Attach area, decide in advance if you 
are going to work with 01 against 
your pal. 



I ou and a bud can choose 
between Haggar, Guy and Cody to 
head out and kick some Mad Gear 
booty You'll bust your way 
through the Slums, the Subway 
Park, the West Side, an Industrial 
Area, Uptown and the Bay Area. 
There's a fantastic new feature, the 
Time Attack option, where you 
and a friend can vie for points in a 



whole new stage and either work 
together or against each other in a 
timed, furious bout. The punch 
and kick combinations and back- 
breaking throws have never been 
r. This color-filled CD has a 
digital soundtrack that will rev 





Jump-kicks and throwing knives are 
most effective against knife-wield- 
ing bad guys. 



In the last stage, the Bay Area, you'll 
go up against consecutive groups of 
each individual type of enemy. 
Remember how you beat them 
before and use the same strategy to 
beat them up again. 




*ri§0*r 



!l\,,/# 




F TO'Ef DAM 




Few have faced Dracula and survived. Now it's your turn! ] 
Columbia Pictures' blockbuster thriller, Bram Stoker's Dracula for the 



iphics and incredible CD sound plunge you deep into dungeons 
infested with spiders and packs of bloodthirsty rats. You'll battle 
your way through seven terrifying levels, from the treacherous 
mountains and forests of Transylvania all the way to Castle 
Dracula. And just like in the movie, Dracula will attack as 
a bat, a vicious wolf, even an old man. But whatever form 
Dracula takes.. .make no mistake, he must be stopped! 
Bram Stoker's Dracula. ITS A WHOLE NEW GAME. 



95C for the first Jinute, 75t for ebch additional minute. N 

/If you are under 16, be sure to get a paws permission before/calling. Hotline requires a TouU^Toiyr taJe phone. , 
(ages subject to change without notice. Sew and Genesis are trademarks of Sega j Enterprises Ltd © 1993 fa cet 13 1 



I M B.D.B.. AND THIS IS MY G.U.N. 



I've got two years left on my warranty, but it won't 
cover half the grief I've got coming. Most of these 
hall crawlers don't know me from a toaster, but they 
still keep trying to cut my power in more ways than 
Dad ever warned me about. I've got some pretty 
awesome firepower, and I can dish out as much as 
I can take. But I gotta tell you, a guy can only bounce 
back from so much. If I don't get outta here fast, I'll 
have to change my name to Shish Ke-B.O.B. 





GENESIS 



Time to pick up your sword, dust off your spell book and 
jump into a land of myth and magic. Sega's new Shining 
Force is a grand, sweeping battle adventure against Dark 
Dragon and ultimate evil. This role-play blockbuster gives 
you direct control of more than 30 characters! Shining 
Force is a giant of a game with eight chapters filled with 
adventure, magic and science fiction. 



■ ou are a young swordsman- 
in-training in the village of 
Guardiana. The Gate of the 
Ancients, which was sealed a 
thousand years ago, is in danger 
of being re-opened. Dark Dragon 
seeks a return to the world so he 
can again spread terror and evil. 
Guardiana's historical task is 
guarding the Gate. The king has 
asked for a select group of highly 
skilled young warriors 10 under- 
take a dangerous mission. You are 
in charge of this group, known as 
the Shining Force. Your task? 
Fight Kane, leader of the armies of 
Runefaust, and prevent the return 
of the Dark Dragon. Good luck 
and good hunting. 

Shining Force is broken up into 
eight different chapters starting 
with Runefaust Invasion. The 
interface makes it easy to 
exchange items, use magic, search 
for treasure and other items, and 
move your characters around at 
will, especially in towns. In com- 
bat, character movement is deter- 
mined by status and the 
surrounding terrain. 

A big change from typical role- 
playing fare is that when you lose 
your main player life — which can 
happen often if you're a beginning 
player — you keep your experi- 
ence points and any new levels 
gained. This makes Shining Force a 
winner of a game for players of 
every skill range. Though strategic 
players will get farther faster, hack 
'n slash players also eventually win 
by virtue of ever-increasing 
strength and magical powers. 



Terrific 3-D battle-screens, 
stereo sound and highly tactical 
RPG action round out the cart. 
The battles take place over a 
wealth of different scenic areas. 
Each region is shown in detail 
when you enter fighting scenes. 
You'll find many different power- 
ups in your travels — speed rings, 
resistance potions, power potions, 
shower of life spells and plenty of 
new weapons that can't be bought 
in the stores. 

A Force of 30 

Unlike most other RPGs, you 
begin with a ready-made group 
that joins you immediately at the 
start of the game. Your first adven- 
turers are Luke the Warrior, Ken 
the Knight, Tao the Apprentice 
Mage, the Elven Archer Hans and 
Lowe the Priest. Their skills are 
diverse enough to get you through 
the first few battles without too 
many sudden deaths and raisings 
from the dead. During the course 
of the game you'll collect over 30 
different Knights, Mages, Priests, 
beasts and other character types, 
each with different strengths and 
abilities both magical and non- 
magical. You can play these char- 
acters in any mix of 12, and 
change the mix when in towns. 
You'll find that this game has 
more twists than a Hitchcock 
movie. Each time you think that 
you've got Kane and avoided the 
Dark Dragons return, Kane will 
mysteriously slip through your 
fingemps! But keep at it. Shining 
Force is worth every minute. 
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n to visit the Friar as soon Learn fo treat each battle differently 

as possible upon completion ot a sometimes it is better to split up 

battle. Have him raise any dead your force into two or three distinct 

comrades betore saving. II you end roots, other battles will be better 

up in a surprise battle later, you II lought as a single unified lorce 
have your whole loice available lo 
light. 




Build your magic users' experience 
Points as quickly as possible. They 
have very htlle defensive power and 
must increase levels to get if 




You can set ditlerent strengths ol 
spells betore letting them fly. Don t 
waste magic points by using a pow- 
erful spell on a weaKened enemy. 




Priests are more important as , UH 
gam m levels. Build them up as 
quickly as possible and they'll have 
greater magical abilities, and will be 
able lo use them at a longer distance. 




Once (our manic rare gain ami- 
Iional levels ol spells, their can [ar- 
gel multiple enemies with each casl 





In Chanter 2 you'll lind some war- 
riors who are Birdmen. These 
winged warriors are really uselul 
hecaosethev can go anywhere. 




When you're stock ana can seem lo 
oo any lurther, search eyerylhing 
aim. In other towns on the man. 
Talk to everyone. There Is a solutionr 




This same gives you Ihe chance to 
sellalmoslanythini.il/henyouare 




Once yon Have members ol Ihe Force 
past level 10, ttieir can be promoleil 
to a oew character class. While you 
can do this right away, It is hetter to 
wail until your characters are at 
level 14 or 15. because the new 
class will be at level 1. 




In the tattle inr nlterone, either ligh 
with allthe Force to the riohtsijc 
Ihe screen or take the far ten oah to 
Mlerone. This way you wont have to 
deal with Snipers anti Giant Bats 
while trapped on a bridge. 




When preparing tor hallle, lei your 
priests hang hack. They have little 
detenstve pnwer. move them for- 
ward when you gel the chance to lei 
litem hmsh on nearly killed ene- 
mies. This way, they'll gel experi- 
ence : points nut related to magic use 
and become stronger much more 




«l the Weapons Stores you can hunt 

» ,S s ?' tems - r ™ous items 

!*™™t«"""""""r-"r throughout your troop to see if Itrev 

Alter each battle, visit "a™"'"™ rmoroye iheir stats and loverifvlnat 

Quarters and set Advice He I ell , ne , m m » "my mat 
you how host to proceed with me 

next light. 



Sega Visions • June/July 1993 





Certain manners ol na 
have the abllily lo attach trom a dis- 
tance ol Iwo or lliree squares awav 
Iromyour enemies. Be sure not lo 
»l« them in immediate pnuimity 
as mey cannol attack ad/acem 
squares and can't defend mem- 
selves very well. 




„..e ol lite most strategic decisions 
you'll make Is deciding amuna lie 
3rj-plus chaiaclets that »ou will 
mlallv have available toi : Mies 
Chech tneir stats caretulU anu don I 
hesitate lo reolace a raembet who is 
consistently a oraMem. 




Wtarouvewonltabaltleal 

vol i lo pull the dragon s head orna- 
ment on the wall in the castle A 
"™« sa S= will oiBdundBr the 




Put vout strongest lightets on 

against enemies using magic, magic 
users generally don't have much in 
Ihewayoidelenseandvoucankll 
them ouickiywilh a nowertul lighter. 



KTorget lo halchlhe Domingo ™era character has been nromoled, 

Egg. Once you have Domingo, he can «J«™ «".» weapons that may have 

I 'over walls and work some oreltv J™i »™ ™ '» le - » result 

" 1. r« inclanrp the 10UI0 DB a OlUfih tfrnmrer nh* .— 



amazing magic, for instance, lire 
Desoul spell, which nulls the soul 

cut ol living enemies, makes litem 
expire immediately. 



could IB a much stronger character 




levels as went as possible and he"l hel! mSSST^ "™' Sl " ne '"' Balse * 
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winning the battle. 
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GENESIS 




Last month Sega Visions gave 
*you an eye-popping review of Vir- 
ri's Cool SPOT, one of the best titles to 
come down the Genesis road this year, 
s awesome graphics, pumping music and 
edge-of-your-seat game play, Cool SPOT has became a cool 
standard in the hippest gaming circles. 



I hose of you who have played 
Cool SPOT know just how massive 
each of the 1 1 levels really is. With 
complicated twists, turns and 
obstacles... and working against the 
clock... making progress is a chal- 
lenge worthy of the sharpest 
gamers. The object is pretty sim- 
ple. Free your SPOT buddies from 



the black-and-white checked cap 
ture cages of Wicked Will, a col- 
lector of rare stuff. Before you can 
free your friends, you must collect 
a certain number of Cool SPOTS. 
And you must do it before time is 
up. This is no Casper Milquetoast 



Return of 

the Monster 

Maps! 

The big question is...so how do 
you get through these really tough 
levels? Simple. You read the maps. 
What we have here are three of the 
toughest levels of the game, laid 
out in a style that will give you a 
solid idea of what to do, where to 
go and how to get there. The 



rest — making leaps with split-sec- 
ond timing, blasting critters with 
bursts of 7-UP, and dodging and 
moving with skill that would 
make a ninja proud — is up to you! 
And do you really think we'd give 
you all the hints and tips? NOT! 
We're just pointing the way Send 
us your hints and tips so we can 
let the world knowjust how good 
a Cool SPOT player you really are. 
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Go SPOT Go 




B Bern Has to 



no wlial Be has lo tin. 



moiesSPOT 

w around. Press 

Down to mane SfU'lS SSKuwl m "„ e E 

Button plus tne fire bbtm » «*■ 6U „ „ S „ u actio. 

spot flick 7UP wsts in all e«M ^ t[m . rmt 
directions. 



Simon A: Jumii or Fire 

Buttons: Jump or Fire 
Button CtJumo or Fire 
RiiHnirc a B and C can be 
SSSren to Se mo Fire and Jumq 

S„E in lite option Sctoon 






vi 



S£^ 



JS^^% 



a 



■-' ■ »»S«4 



*<& 



Stga Visions • June/July 1993 



1 . Start here. 2. Jump led, fizz the froggies and move on. 3. 7-UP logos will add to your SPOTs. 4, If it's green, tlzz it! 5. Frogs 
sit outside the wading pool as well. 6. Look before you leap. 7. Follow some bubbles up to flying saucers and blimps. 8. Have 
a glass of 7-UP to restore your strength. What else would SPOT drink? 9. This is a good time to raise a ffag. 1 0. Bouncing 
bubbles pop SPOT higher. 1 1 . Bombing biplanes keep things hot in the skies. 1 1. Look for a timer to turn back the clock. 
1 3. Find a logo...get more points. 1 4. Someone say flag? Raise it high, SPOT! 1 5. II you think you're stuck, just look up, down 
or a little further out. 1 6. Add this 7-UP logo to your points. 1 7. You have made it to the cage. It a hand is pointing you away, It 
means you do not have enough Cool points. Backtrack until you get a message, then try It again! 
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i . Your ride starts here. . There's a 7-UP bonus on the cow catcher. 3. Some railroad cars have valua' 
lew road to avoid fire from the bandits. There's dots behind that there tennis ball. Watch for the min 
cargo car to find a 7-UP Glass... and lull strength. 7. Some large balloons hide surprises. 8. Stick to the 
9. Raise the (lag to avoid a lengthy repeat train ride...it you don't make it the first time. A glass of I 
may leave a little loot behind when you fizz them away. 1 z. Time for timers. Turn back the clock here 
blimps. 14. Treasure, treasure, everywhere! H, Flying saucers will give you a lift. 16. Raise this seco 
column ol 7-UPs will add up. 1 8. Them bandits seem to be everywhere! 19. This mass m w ■- — 
make the bonus level. 21 . Unless you are pressed tor time, the timer isn't wortf 
from captivity with a fizz to the lock. 





Wading 
Around 

'heres nothing like a dip in the 
pool io cool you off. But splash 
SPOT hem and you iosealife' 
Ships and % pads are safe places to I 
land. Frogs don't like red and can 
spit with uncanny accuracy Cross 
the wading pool and youll take a 
nde over water on the red blimps 
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The Hovercraft can chase the terror- 
ists on land and sea. Blast these 
powerboats with missile tire. They'! 
carrying deadly Plutonium ship- 
ments. 



Your briefing at the White House is 
interrupted by the news of a terrorist 
attach an the city. First stop — pro- 
tect the National Monuments. 



Jungle Strike is Electronic Arts' answer to action/simula- 
tion fans who hoped for a sequel to match EA's popular 
Desert Strike. Jam-packed with a big 16 megs of realistic 
combat action and exciting military muscle, Jungle Strike 
is billed the sequel to Desert Strike, and it takes its legacy 
seriously. Jungle Strike boasts arcade-quality scrolling play 
fields and booming digital sound. The game play is intense, 
with nine huge, complex missions you have to complete 
and four different military vehicles you have to master. 





Rescue Wild Bill, the best co-pilot in 
the business, at the Snow Fortress 
prison compound. Watch out for 
multiple tire from the Guard Towers. 



Press Start to bring up the intelli- 
gence map, which details the loca- 
tion ot targets and supplies, briefs 
you on your mission, and tracks your 
ammo supply and armor level. Use 
the map frequently to track your 
position. 




HftB '' '' '' 



! SSfe. s^SESSp 
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in your last mission, Washington, 
D.C. is under heavy siege. Your first 
job is to escort the President's Air 
Force One chopper out ot the city. 
Neutralize the oncoming opposition 
until it's safety away. 




Knock out the training camp's radar 
screen by blasting (he mobile radar 
trucks. Kit the tanks guarding them 
first, though— these tin cans can 
rip you to shreds in seconds. 




Clear the streets of the capital of 
enemy firepower, then hunt down 
the escaping Madman and Drug 
Lord. Another threat will soon erupt: 
1 8-wheelere loaded with nuclear 
weapons are hearing down on the 
White House! 





Penetrate the mountain airstrip and 
destroy the runway and the enemy 
Stealth fighters. Keep a close eye 
out for attack helicopters and mobile 
cannon. Kit them first — and hard! 



In the Night Strike mission, you fly 
by the seat of your pants until your 
missile tire lights up the jungle 
night. Pick up Mare-waving POWs. 
Beware of roving attack helicopters. 




The Drug Lord has some nasty tricks 
ug his sleeve, lihe hidden interconti- 
nental missiles. Destroy them at the 
Depot. Beware of roving helicopters. 



Rescue the captured nuclear scien- 
tists rotting in the terrorists' prison 
pits. Pick (hem up and return them to 
the landing zone. 



This isn't your grandparents' RV and 
the guys manning it aren't a group ot 
sight-seers. The terrorists' Heavily 
Armored RV(KARV) has deadly fire- 
power to back up its nearly impene- 
trable armor. Shower them with 
missiles before they dust the Wash- 
ington monument. 




Sire io4 nnnewoWBW™?' 

SH523 
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je is the name of the 
game... and Ibn Kilbaba, the son of 
the Desert Madman, will stop at 
nothing to avenge his Father death, 
including blowing up Washington, 
D.C. His vengeful quest is aided by 
Drug Lord Carlos Ortega. Their 
plans to bring the West to its knees 
will chill your blood... but then 
you're the only fighter pilot cold- 
blooded enough to take them on 



Against All 
Odds 

Your mission is to stop the terror- 
ists before they assemble and 
deploy a nuclear bomb to erase 
Washington, D.C, from the map. 
You will fly nine hard-hitting cam- 
paigns and cover more than 50 
missions. From the terrorist-infest- 
ed streets of Washington, D.C^ 
your campaigns take you d ' 
into dangerous jungle n 
across oceans and rivei 




firepowi 

for the terroristS! 
be successfully com 
yourstate-of-the-a 
Attack Chopper, but you'll com- 
mandeer an Attack Hovercraft, F- 
1 1 7A Nighthawk Stealth Fighter 
and Special Forces "Rattler" Assault 
Motorcycle during three cam- 
paigns. All vehicles are heavily 
armed with massive Hellfire and 
rapid-fire Hydra missiles, Bombs, 
Water Mines, Land Mines, Chain 
Gun or Machine Gun. 

jungle Strike's complex missions, 
heavy combat action, realistic digi- 
tal sound and first-rate graphics 
make for a sensational game. 
Action/simulation fans, enlist for 
Jungle Strike today 




FIGHTER PILOT 



annua 

With the fall of the Iron Curtain, Russia's hottest and most 
formidable multi-role fighter, the Mig-29, now falls into 
your hands. Mig-29 Fighter Pilot, from Domark, will give 
flight/battle sim fans their fill of combat-heavy action and 
precision flying. And the use of polygon graphics makes for 
blazing speed as you zoom through the game's three- 
dimensional terrain. Gamers who are technically inclined 
know that polygon graphics provide the fastest scene 
changes for first-person games. By breaking scenes down 
into collections of polygons, the computer can manipulate 
them at a faster rate, making for greater speeds without 
loss of detail. 



Tailor your weapons selection 
toward your mission requirements. II 
attaching ground targets, stock up on 
air-lo-surface missiles and rochets. 






Dispense chaff and flare decoys 
when you gel an enemy missile 
launch message. They will divert 
enemy missiles. 



■ ou are in charge of spearhead- 
ing NATO forces against General 
Hasouz, leader of a Middle Eastern 
state called Arzaria. Hasouz has 
invaded Sautar, an oil-rich princi- 
pality, and now controls 25 percent 
of the worlds oil supply 

You'll fly a series of intense 
combat missions to liberate Sautar. 
But first get your feet wet with 
Training Missions. Once you're in 
full control of the Mig-29's awe- 
some firepower and maneuver- 
ability, you're ready to head 
easL.and into your first dangerous 
mission. 

Mission: 
Impossible 

Your missions will take you into 
deadly enemy airspace as you take 
out the General's communications 
system, over treacherous waters to 



rescue a captured sub and directly 
into occupied territory to establish 
a staging post on Hasouzs airfield. 
Complete your fourth mission — 
code-named Operation Iron Hand 
— and you're almost home. But 
don't phone the folks yet: 3 1 
SCUD missiles stand between you 
and success. Some of the SCUDs 
don't appear on your radar... so be 
sure you have enough cannon and 
rockets to handle them. Your final 
mission is to decommission the 
General's nuclear reactor before it 



-SKSS- 







Having difficulty landing your Mig- 
29? Use the Autoland option for a 
picture-perfect landing. 




Make sure the target Indicator is red 
before tiring a guided weapon. Your 
chances of a hit increase to 90 percent. 



war- 
heads. Your target skills must be 
right on the money. .or the world 
will pay the price. Destroy the 
main building next to the reactor 
and you may cause a breach in the 
containment wall, releasing 
radioactive materials or even caus- 
ing a nuclear explosion. Not a 
wise move! 




Hitting the sub during Operation Blue 
Sea-Sprite will cost you. The tugs 
are your targets. 




Wiping out perimeter defenses 
before destroying your primary tar- 
gel will ensure you don't get caught 
in a deadly gauntlet. 




Your afterburners will get you out of 
trouble in a hurry. But it you don't 
watch your fuel gauge, they will get 
you back into trouble just as quickly. 




Rivers and roads make good land 
markers when you're trying to pin- 
point a target. 
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Pay attention to your group com- 
mander during the mission briefings. 
Certain mission objectives must be 
met tor you to go tu the next level. 



mm. 



To select a weapon, hold the B But- 
ton down, then use the D-Button to 
highlight the weapon you want. To 
select targets, tap the B Button until 
the target you want is highlighted by 




Make sure your brakes are oft dur- 
ing take off. The X indicates Off and 
the check mark indicates On. 
Remember to retract your landing 
gear once you're airborne. 



Fire your AS- 7 and AS-e missiles on 
ground targets. The AS-7 are short- 
range surface-to-air missiles; the AS- 
8 will take out longer range targets. 



*\*° 
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F-15 Strike Eagle //by Micro Prose is a flight/battle simula- 
tion that puts you behind the stick of America's most radi- 
cal jet fighter, (he F-15 Eagle. Starting as a second 
lieutenant, you must fly six detailed combat missions in 
areas ranging from Libya to Europe, destroying targets like 
Nuclear Power Plants, Enemy Bases and Patrol Boats. Your 
F-15 Eagle fighter is armed to the teeth with Sidewinder, 
AMRAAM and Maverick Missiles, as well as Cannon. And 
you'll need them all, because the skies ahead are filled 
with the deadliest fighters in the world, from the Russian 
Su-27 Flanker to the French Mirage F-l. You'll even go 
wing-to-wing against American fighters such as the F-4 
Phantom and the F-5 Tiger.. .in enemy hands, of course! 



your lighter, wait until the last st 
ontl to use. your chafi or flares, 



11 enemy missiles locU on 



trom blasting oil your lail. 



ASSIST ™™™="<»asaK,-,7„' ge . 



Wail until the hexagon missile 
» is reu to increase ycur chance 



Wilh afterburners on, your F-15 can 



While mis Is great lor outrunning '- „ „,„ „.„ , 

enemy lighters or getting to a target ""> *"* ' 

ouiclily, this uses up lots ol fuel 
Keep an eye on your fuel gauge. 



Missiles on those lafflier away. nop' in'rei'eren'ce'to'ih'e nea 
IriemllyhasB. 
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your alnrude. Ihe ground can co 

up awM last 



»w ma target, | 

face il en your way 



.Sega Visions • Junefjulu 




If you're tired of swinging swords, rescuing princesses, 
fighting dragons and casting spells, you'll want to take 
note of Puggsy by Psygnosis. This comic action cart is 
always fun, often hilarious and offers solid challenges for 
action and puzzle/maze gamers alike. Puggsy features 
crisp, colorful graphics, wonderful music and great 
sound effects. It even has a special Junior level for 
younger gamers. 



■he star of the gar 
an alien who has had his ; 
stolen by raccoons. The masked 
bandits have taken his ship to 
Raclantis as a trophy for their ruler. 
Puggsy's fun-filled quest takes place 
over 51 levels, through 17 loca- 
tions. Defeat the five World 
Guardians and you get to battle the 
final Guardian for your ride home. 
Each level of Puggsy is a puzzle. 
Most levels contain what are ailed 
"events.' 1 These take the form of 
switches, locks, ropes, cannons, 
etc. and are activated by using one 



of the objects Puggsy can pick up 
and use. Event/object combina- 
tions can be as simple as a key in a 
lock or as complex as setting multi- 
ple switches. 

Some situations can only be 
solved by getting your enemies to 
help! In the Pyramids, for exam- 
ple, Puggsy must get the enemy 
character to follow him and solve 
the puzzle. Each of the locations, 
such as the Beach, Splinter Town 
and Star Fall Lake, contain multi- 
ple levels that get progressively 
more challenging. 
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You'll need the shield to get past the 

fish. 
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He's a bug-eyed teen-age android with antennae instead of 
ears, a gun to rival Rambo... and a major teen-age problem. 
He crashed his space-age wheels on Planet Goth and his 
blind date's waiting. Life in the next century doesn't get 
any easier if you're B.O.B. 



I^P.O.B,, from Electronic Arts, is 
51 maze-like levels oflaser-blastiii', 
Qame-throwiri fun that takes the 
teen android from the subterranean 
depths of Goth to the outer reaches 
of Ultraworld in search of a new set 
of wheels so he can make his date 
on time. B.O.B.'s search is ham- 
pered by a motley menagerie of 
space creatures, monsters and 
machines, including Floating 
Mines, Snout Monsters and giant 
Potato Heads. In each level, B.O.B. 
must find the teleporter that will 
transport him to the next level. 
Each level is timed, including the 
boss levels. After all, his date's not 
going to wait all night! 

B.O.B.s gun is an awesome 
arsenal-in-one. It carries ammo 
of varying firepower, from Sin- 
gle-shot (the weakest) to the 
powerful Wave. Or you can save 
your ammo and switch to the 
Punch, a large fist for hand-to- 
hand combat. 

Remote 
Control 

B.O.B. also has a supply of super- 
gadgets called remotes that help 
him out of jams. Remotes include 
the Trampoline; the Shield, a force 
field; and the Helicopter Hat, 
which makes B.O.B. airborne. 
B.O.B. can switch ammo and 



remotes from the inventory screen 
or the play screen. To switch 
ammo on the fly, hold down But- 
ton A, then press Button B to 
scroll. To switch remotes, hold 
Button C and press Button B. 

B.O.B. teases your funny bone 
as much as it tests your skills. The 
excellent graphics depict B.O.B. as 
a melted B.LO.B. or as incinerated 
metal-dust if you let his power bar 
or time run out. But B.O.B.s sense 
of humor shines through even 
when something bad happens to 
him, The password feature lets you 
save your progress during the 
game. With so many levels and 
spacey monsters, B.O.B. spells big- 
time FU.N. 




Pick up all (lie bonus remotes you 
can in the early levels. Your max Is 
nine of each. This bonus lo the right 
ol the transporter in Level 1 adds 
three Helicopter Hats to your arsenal. 



•ssss 5 - 




Switch your ammo to the Wave 
when facing crawling creepies like 
this Crab and Crawling Bugs. It's 
killer bug spray. 
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;an't reach the Flame-thrower 
onus? The Trampoline remote will 
toosl B.0.B.'s bounce. Press Button 
: to use the remotes. 
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Watch out for the invisible laser 
l beam, tt will sap your power bar 
■ in seconds. 



^v 
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B.O.B. picks up a set of space-age 
wheels in Level 7. Stay away from 
(he high-voltage areas or your 
joyride will soon be your last ride. 



I'T!: ._,„. 



Find the rechargers and B.O.B. can 
get a pick pick-me-up. To find this 
one in Level 3, take the elevator to 
the bottom floor and go left. 
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It's a bird! It's a plane! It's a... rocket-propelled opossum? 
The latest video game super hero to blast off on your Gen- 
esis is a little guy who brings new meaning to "playin' pos- 
sum." Sparkster, star of Konami's action/adventure game 
Rocket Knight Adventures, is a space-age opossum with a 
long tail that he can swing on, a mighty sword he uses 
Ninja-style and the coolest mode of rocket-propelled tra 



^J p arksters cool moves are his 
trademark. Holding down and 
then releasing the Attack Button 
unfurls Sparksters spinning slash 
attack. This move is guaranteed to 
wipe enemies off the screen. 
Sparksters super rocket blast jets 
him across chasms, into treetops 
and out of trouble in a jiffy. To 
blast off, just hold down the 
Attack Button until the energy bar 
flashes, then press the D-Button. 
Release the Attack Button and the 
Rocket Knight becomes the Rock- 
et Jock! 

Rocket Knight Adventures pro- 
pels you into the Kingdom of 
Zebulous, a magical land whose 
weather — and destiny — are 
controlled by the Pig Star, a com- 
puter satellite. The Pig Star is 
secured by a key whose location is 
known only by King Zebulous 
and his daughter, the Princess. 
Sparkster, the most heroic of the 
Rocket Knights, zips across the 
land with his jet pack, safeguard- 
ing the key from Axle Gear, the 
Black Knight. 



A Kingdom in 
Peril 

Axle has kidnapped the Princess. 
Sparkster must free her before she 
reveals the keys location... but it 
won't be easy, even for a Rocket 
Knight. 

Rocket Knight Adventures takes 
place across eight big stages and 
more than 30 levels. From the 
Forest, where Sparksters adven- 
ture begins, the powerful possum 
burrows through the dangerous 
Gives, then rockets skyward to 
the Air Battleship and on to the 
Empire Capital City Before he can 
free the Princess, Sparkster must 
batde hordes of paratroopers and 
futuristic metallic monsters that 
do everything from hurling spiked 
balls to shooting laser beams. 

Rochet Knight Adventures is a 
well-crafted game. Much work 
went into the development of 
Sparkster as a super hero whos 
really just a regular dude when the 
jet pack comes off. The game has 
two difficulty levels to challenge all 
levels of players. Rocket Knight 
Adventures will soon have you 
"playin' possum," too. 





...but these putrid paratroopers are 
no match tor the Rocket Knight's 
super move. Hold the Attack Button 
down, then release it to unleash this 
maneuver that will send the had 
guys crying tor their mommies, 

•MflAl 



When you weary ot fighting had 
guys, grab an apple to replenish your 
life line. This one is at the top of the 
last tree before the wall in Stage 1. 






Bananas are perfect possum food. 
Grab 'em to restore your life line 
before you fight the fiends who 
torched the castle. 




Don't lei Rocket Knight's suit of 
armor become the oven he's baited 
in. Time the fireballs, stay low when 
they're spewing, then rocket outta 
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The only way out ol this sticky situa- 
tion is to blast straight across or 
diagonally to the next vine. 



wp^mgrjf. 



Blast to this ledge at the far right of 
the undersea caverns to find out 
what the bat is guarding. Bananas 
will restore your waning life line. 




Low-hanging spikes make this roller 
coaster ride deadly fun. Buck your 
head. 




The force field protects this green 
goon from your sword. It takes two to 
play baseball, so bat the balls back 
at him. Be careful: Some of (he bails 
will go straight up, then land on you. 




Keep blasting forward to the next 
pote. Slide up and down the poles to 
avoid the barrels. Keep in mind that 
the barrels are coming from some- 
where. 




Batter up! Knock five oi these guys 
Into the metal meanie below and 
he's ready for the junk pile. Time 
your hits so the ball is just above 
him before you shoot. 






Get set for some tancy flyin' and 
fightin' all through this stage. First 
you'll dodge a barrage of rockets, 
then tace these green goons. Swing 
at their bodies, not the balloons. 



Top: Getting places is never a problem tor the Rocket Knight. Hold the Attack 
Button until Sparkster's energy meter Hashes, press D-Butlon the direction 
you want to go, then release the Attack Button to catapult the little guy Into 
the air...and over the wall. He even rebounds off things! 

Center: Pick up jet pack fuel and become a Rocket Jock! Take these fellas 
out with a single hit, but watch out (or the bouncing balls. 

Bottom: This guy's not as tough as he is annoying. Stay in the middle to avoid 
his spikes, then wail away on his nose. And remember: The bigger they 
are...lhe bigger the mess they make when they fall. 





: Watch your pitcher tor fatigue, tfiie 
is breathing hard or his pitching , 

---«, , ,- spee/ is decreasing; bring in a ' 
relief pitcher y - - 



After an out, tie sure vou tag up 
before advancing lo the next base. 
, One man outran turn info three men 
out if you are not careful. '. - \ 



lie 1993 baseball season is here, , and Tengen is ready to 
put you behind the plate, on the mound and in the outfield ' 
"With the latest, greatest game in the RBI series, RBI '93.* *f 
^>^With-an«ye on graphics, game -play and an. ear on sound, 
V - Tengen has made some timely revisions to put you into a 
better baseball cart. _ .'' ■ \. 
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If you replace a player with another 
who is not familiar with the position, 
there is a greater chance of a field- 



-AJ' r/iodiAytofrmulcr- 
automatic anih™n 
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If you heed a run and have a man on 
third, fay. down a mint, fit ihe same ' 
lime, send your runner from third' ' 

base tn home. This is a Suicide 
Siiueeze. Chances are your batter ' 
will he thrown out at first and your ' 
runner will malie it across the plate, -,- 




By tanning the A Button once, the 



oat for a timelier 
cut at a pitch. This is great against a 
fastball pitch er ) r - ;- 



:-tl.j^mcp;-aftkc.. . . 
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It's essential to practice your held- 
inu. To dive for a half, push the B 
Button in the vicinity of the ball. It _ 
could help you win a game. -. 
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When your player is in (he right area 
to catch the hall, he will raise bis 
arms. In the Easy Level you will also 
., see an "X" appear where the hall is 
-'ng to land. '■■ \ > 



on base, put hi 
your batter 
Bun Play. This 
eln you avoid double 





sure not to hit the baiter or, 
base. 
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Each time you win a battle tor a 
world, this fellow will randomly 
choose rhe next world ot conquest, 
depending on your prowess in the 
last. He'll also give you additional 
powers, if you rate them. 



When you start a big fire the 
winds are apt to move it 
around. Make sure there is a 
lot of distance between it and 
your own people, or you'll end up 
having too hot at a time. 




Be very careful about using Plagues, 
as they can backfire It a Walker 
comes to your region carrying the 
plague. 




It your opponent uses a 
Volcanic Eruption a- 
gainst you, you must 
plant greenery to 
make the land habit- 
able again. 



Before calling an Armageddon, be 
sure that your forces outnumber 
your opponent's or you'll lose 
automatically. 




When using earthquakes, he sure 
that none of your people are in a ver- 
tical line from the starting point. It 
wouldn't help you much to destroy 
your own populous. 







wonder what it's like to be a god? Turn on your Gene- 
sis and find out. Welcome to the real-time simulation game 
to end all others. Wrath of the Gods, the vastly popular PC 
title, comes to the Genesis from Virgin Games as a one- 
player title. Create disasters and battle other gods in this 
world-breaking game of conquest and carnage. Thousands 
of worlds and a password save will keep you playing Wrath 
of the Gods again and again. It'll do your ego good. 



I he basic storyline is a battle 
between good and evil (you can 
take either side). Its you against 
other deities in a battle for multiple 
world domination. Starting with 
small groups of people, populate 
and evolve worlds, all the while 
using your powers to stop your 
computer opponents from doing 
the same. When you feel that you 
have the edge, call up an Armaged- 
don and all the worlds population 
will travel to the center for a battle 
to the death. Each world you take 
will add increased powers to your 
godlike repertoire. 

You'll be able to design your 
deity persona from scratch. Good 
or evil, warlike or wise — it's all up 
to you. Youll increase the level and 
expertise of your talents as you 



conquer worlds. Divine Interven- 
tion effects are spectacular. Create 
firestorms, plagues, waterspouts 
and earthquakes to wreak havoc on 
your opponents populous. There 
are plenty of options, from com- 
puter assistance to different world?- 
views. You'll even be able to set up 
a computer against computer battle 
and sit back to watch the action — a 
good way to leam this complex 
game. The Conquest Game option 
has a thousand different worlds, 
randomly chosen depending on 
your prowess in the previous con- 
test. As you get good at whipping 
your opponents, choose the Cus- 
tom Game option and create your 
own scenario. Master Wrath of the 
Gods, and you'll have earned the 
tide "World Breaker/World Maker," 
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ou're the engineer sieering 
the game play You can choose 
your train engine from the differ- 
ent types and colors available. You 
can play the Game mode, which 
tests kid-level memory skills by 
giving you different tasks to com- 
plete, such as finding certain cars 
carrying different loads and taking 
them to a specific station. Or chal- 
lenge the other engines in The 



Race mode, or just chug around 
town in Explore mode. Another 
fun feature lets you paint your 
own engine! 

Thomas the Tank Engine tmd 
Friends scores high marks for its 
successful blending of fun, 
instruction and challenge. The 
only problem you may haw will 
be getting your Genesis b; 
your kid brother or sister. 



Got a kid brother or sister ready to take a turn at your Gen- 
esis? If fast-moving Sonic makes the little dude's head 
spin, introduce him to Thomas the Tank Engine and Friends. 
This fun game from T-HQ, Inc. offers a cool mix of enter 
tainment and education for the kindergarten crowd and 
young school-age kids. Thomas the Tank Engine and 
Friends is featured in the popular childrens' TV series Shin- 
ing Time Station, starring Thomas and his trainyard of 
gronies, Toby, Percy, Duck and James,, 
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I Important things to do: J 

Save The Planet. 



Save The Whales. 



Save $50 On 
A Game Gear Super 
Sonic Sports Pack. 




Buy the Super Sonic Sports Pack and you'll get a color portable Sega Game Gear, a Deluxe Carry-All 
case, and two hit games— Sonic the Hedgehog™ 2 and The Major's Pro Baseball™ Buy it for Father's 
Day. Buy it for graduation. Just buy it and you'll save $50. Hey, maybe you could use that money to 
help save some humpback. Then again, maybe you could buy Streets of Rage™ 2. It's your dough. 
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You can fall through some platforms 

by jumping, then hitting Button 2 and deep lett. Hit this 

Down at the same time. He's history. 



For centuries, he has stalked his unsuspecting victims in 
guises of every form. He can be anything from a wisp of a 
shadow to a wolf-like beast. Long the stuff of dark legend, 
Dracula rises again from the realm of the undead...for you 
to meet and beat on the Game Gear. Dracula is a very col- 
orful, fast-paced title from Sony Imagesoft that will keep 
action-game addicts rooted in their seats until the sun 
goes down. 

RoH- » 

Pleas 




Search the Daytime Stages for 
rooms. Each has at least one. 



'sGislk.Eu.-hk 
light stag?.. 



Work on timing your sword swing. 
The sword is designed for battling 

r foe up close. 
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It you already 

Single Rock or Axe, avo 



Be cautious when opening a 
Box if there is an enemy abo 
You must leap to gel the com 
and are liable to get hit 



right side ol the room and attach. 
When he pulls at you, hug the wall, 
then attach for a moment and jump 
the fireballs. Watch for weapon 
pick-ups lo scroll upward when you 
get low on shots, Twenty big hits will 
do him in. 




Pick-up Boxes can be used as step- Push Buttons 1 and 2 simultaneous- The moving platforms 



ping stones. Be sure there's nothing 
above them that you wish lo reach 
before opening. Once opened, you 
cannot stand on Ihem. 



r, and Jon will do a Jumping Slash, zones. Enemies will c 
them before they get i 



These skulls sometimes blast Jon 
with (lame. Proceed with caution. 



You can't harm this boss. Stay out of 
its way for seven passes and it wilf 
leave ot its own accord. 



These lanterns on the floor will light 
if you touch Ihem. They mark a Con- 
tinue spot. If you die and have any 
lives left, you will Continue from the 
last lamp touched. 




stage and he II open additional paths 
in the next Nighttime area. 
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Soccer is the most popular game in the world. It's only nat- 
ural that you should be able to play it anywhere, including 
on your Game Gear. Tengen World Cup Soccer captures the 
play and feel of world-class soccer in a solid one-player or 
two-player Gear-to-Gear contest of speed and skill. In Ten- 
gen World Cup Soccer you'll find action, a variety of teams 
and the ability to go head to head with a bud. 



I engert World Cup Soccer gives 
you the choice of 21 international 
teams and four play options to 
flavor the mix. Solo play includes 
the Exhibition Game, which lets 
you play a single game, as well as 
the World Cup, which pits your 
team against 20 other hopefuls in a 
quest for the world's most elusive 
and coveted sports prize. When 
you need a breather, switch to 
Watch mode, and kick back while 
the computer kicks in and plays 
itself. Or choose Link Game and 
;e a bud in a Gear-to-Gear 



up your team. The teams have 
equal, but different, strengths. Some 
— like Italy — are strong offensive- 
ly while others, such as Germany 
are bulls at defense and goal-tend- 
ing. Tengen World Cup Soccer deliv- 
ers lots of passing and sliding 
defensive action. 

Line up your team for the 
opening move. Tengen World Cup 
Soccer is a kick. 
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contest. 

Chcose from several offensive 

and ddinsivc ionralionstoset 



5ft% 



«»«/< 



'M%. 



lit lea 



"Hum 




Button HOW*- 





Wtai Ihe olneneanttetneSalT 
slide your player into it and fake i 

«» tor a quick steal 



Slav .off the bultans when v our 

»°*s filing ine net. ntougn you 
fl»n I co jlrol voar goalie's delenjlre 

™'es, toe onnosilion seems to 
ion ounng a stolon goal. 
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mown onen Ms wav. 




2'». ec "? ri " llleillre »™ti 
want toe goalie la Itirow. 
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Rulfio is impossible to hit from the Avoid the Boomerangs, which seem 

front but easily defeated from to home in on Pan, and hit the Pirate 

behind. Jump over him as he begins boss three times. 

his dash and attack from the rear. 

Three htls and the Pan Sword 

yours. 




Hide under the lower left branch and 
attach this boss as he comes out the 
bottom door. 



This guy is tough! There's no special 
way to beat bim, except move quick- 
ly and attack without being bit. Tim- 
ing is important. 




In the cliff area, the pirates on bar- 
rels lake two hits. Time them care- 
fully, because these guys close In on 
Pan quickly. 



Flying in the Neverland Forest calls 
for frequent stops at Tink tor fairy 
dust and tor avoiding balloons. 




in Ihe waterfall region, fly right until 
low on fairy dust, then see Tink for 
more and repeat The opening on the 
far right is your exit. 






When swimming in the Lagoon, stay 
to the left and duck the fish coming 
from the right. 



After you've jumped the Captain's 
Hook three times and tagged him 
three times, you are halfway there. 
The rest of the fight is straight 
sword battle. 



For those of you who' 1 1 never grow up, Hook from Sony 
Imagesoft will brighten your ageless childhood. This fast- 
paced action game follows on the heels of the hot Sega 
CD and Genesis versions and follows the storyline of the 
blockbuster movie. You are an adult Peter, many years 
after your adventures in Neverland. You may have forgot- 
ten about your fun times there, but Captain Hook has not. 
He's ventured from Neverland to kidnap your children. You 
have two missions ahead of you: Convince Che Lost Boys 
of your abilities as Pan and rescue your children from the 
pointy hand of Captain Hook. 



I he game takes you from the 
Neverland Forest to the Ice Area, 
the Lagoon and eventually to the 
Pirate Ship and a final battle with 
Capt. Hook. You start this single- 
player can with three lives and a 
sword. Along the way, you can col- 
lect fairy dust (for (lying) from 
your pal Tinker Bell , the Pan 
Sword, which shoots at a distance, 
and lots of different types of items 
that restore your life meter and 
give you extra bonus points. 



While the game is fairly 
difficult and best-suited to gamers 
who like tough challenges, Hook 
does have unlimited continues 
that let you repeat unbeaten stages 
until you get them right. The 
translarion to Game Gear is 
superb. From great color to terrific 
game play and bouncy tunes, 
Hook Game Gear is a blast. Take 
on the pirate crew of the infamous 
Captain Hook, We dare you. 
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Feel like testing your knowledge of trivia? Jeopardy 
for the Game Gear will let you take on the Jeopard) 
TV game show challenge. This two-player, non 
gear-to-gear title from Gametek is a nice change 
of pace from other types of games. Its format 
crosses all age groups. Jeopardy offers fun — and 
friendly competition — for the whole family. It features 
itized graphics from the show, Alex Trebec hosting, the 
memorable theme music and a wide selection of cate- 
gories to test your smarts. 



Jeopardy poses answers to 
questions in six different categories 
and five different dollar amounts. 
To win, you must provide the cor- 
rect question to an answer in a 
given category As the dollar 
amount increases in a category, the 
answers become more difficult. 
When you know the correct ques- 
tion to an answer, you spell out 
your response by using the D-Pad 
to highlight letters of the alphabet. 
While this can be a little tedious, 
the 60-second timer keeps you on 
your toes and the game moving 
along, jeopardy also features the 
popular Daily Double squares, 
where you have the chance to 
double your money if you have 
the correct response, and Final 
Jeopardy; where you get to bet all 
your hard-earned bucks on one 
question — and walk away a win- 
ner flush with cash... or with 100 
cases of dog food. 

With more than 400 cate- 
gories to choose from, jeopardy 
offers everyone an opportunity to 
win. The game provides a fun 
format to escape from other gam- 
ing fare and discover a challenge 
of a different nature. 
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Execute a crashing Pintail during a 
Steel Cage Match and your opponent 
will think twice about getting up. 
When he's lace down in the canvas, 
climb up the side of the cage and 
jump Down. 



Move outside the ring to regain ener- 
gy when you get low. Just be careful, 
because if you are outside tor a full 
10-count, you'll be counted out 




Take on the baddest of theW^bad in WWF Steel Cage 
Challenge from Flying Edge.Tfiis one-player sports action 
title puts you into the dreaded steel cage as any of the top 
10 wrestlers on the circuit. WWF Steel Cage Challenge has 
all the canvas-pounding moves you crave from the world's 
top wrestlers. You can choose between Tag Team or Indi- 
vidual competition, plus decide where you want to do bat- 
tle. If the Roped Ring is too tame, challenge your opponent 
in the Steel Cage. 



iCir.cr the ring or the steel cage 
as your favorite WWF superstar 
— Randy Savage, Hulk Hogan, 
Brett Hart, Tatanka, Rick Flair, 
Shawn Michaels, Irwin R, Shyster, 
The Undertaker, Ted Dibiase or 
Papa Shango — in an Individual 
or Tag Team match. The muscle 
moves are WWF supreme. Mix 
up your choice of headbutts, 
slams, throws, punches, kicks, 
elbow drops and aerial attacks like 
the Flying Clothesline, Flying 
Droplock and the Flying Elbow 
Drop. Climb to the tumbuckle 
using the D-Pad, then hit Button 
1 to floor your opponent with a 
vicious Flying Elbow Drop. Mas- 
tery of the moves is essential to 
keep your opponent eating can- 
vas. The controls are straightfor- 
ward and easy to master. The 
challenge comes in combining 
moves to counter your competi- 
tors fast — and often sneaky— 
attacks. 

If you stay up late or wake up 
early to watch your favorite 
wrestling superstars, this Game 
Gear title will fit your style. WWF 
Steel Cage Challenge is a portable 
Wrestlefest for WWF fans who 
can't get enough. 



The Clothesline is particularly effec- 
tive... and painful. Execute it by run- 
ning, then hitting Button 2 when 
you're close to your target. 




Use three- and tour-move combos to 
quickly drop your opponent to his 
knees. 



Use all areas of the ring. The Flying 
Dropkick is tough to counter. 



When your opponent is down and his 
energy Is low, Stomp on him to finish 
him off. 
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Out of control fun 






Score at the beach! 
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11 hardcore levels! 
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"THIS IS ONEOFTHE BEST 
SE6A CARTS WE'VE SEEN 
THIS YEAR! ITSCOT IT ALL- 
EYE-POPPING GRAPHICS, 
PUMPING MUSIC AND 
EDCE-OF-YOUR-SEATGAME- 
PLAY. COOL SPOT REALLY 
QUENCHES THE THIRST 
FOR FUN AND WHITE- 
KNUCKLE ACTION!" 

SEGA VISIONS 
MAGAZINE 
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Imagine having access to an entire 
library of video games straight off 
your cable 24 hours a day Sound 
like science-fiction? Well read on... 
Staning with a test market in Fall 
'93, cable viewers will be able to 
subscribe to The Sega Channel, a 
game players dream come true. 
The Sega Channel will offer sub- 
scribers an extraordinary value - a 
well-stocked and constantly 
updated library of the hottest top- 

;. You won't even 
have to take your slippers off to try 
out new games - they'll be down- 
loaded directly to your Genesis. 

Sega has teamed up with Time 
Warner Entertainment Company 
(the worlds leading media compa- 
ny) and Telecommunications Inc. 
(the worlds largest cable company) I 
to bring avid gamers the latest in 
interactive technology For a low 
monthly fee (currently estimated atl 
$ 10-515 per month), Sega Chan- 
nel subscribers will be able to 
choose from a wide selection of 



previews, soon-to-be- 
released titles, game play 
tips, news, contests and 
information about exciting 
new promotions. 

As a subscriber you'll 
special tuner/decoder car- 
tridge that plugs into the 
Sega Genesis cartridge slot 
and attaches to the televi- 
sion cable. A menu on 
the TV screen will 
allow you to select 
any game, 




preview or other pro- 
gram material. Your 
selected game is avail- 
able in minutes, and 
plays just like the car- 
tridge version. As long 
as your unit is turned 
on, you'll have unlimit- 
ed play of the game of 
your choice. Now 
you'll be able to 
hi preview" games in 
your library before 



spending your hard-earned 
allowance on the packaged 
version. 

You're probably wondering 
how the Sega Channel will affect 
can sales. The answer is, in just the 
same way that radio increases 
music sales. You know how it is 
when you hear a hot new song 
and you just have to have the CD? 
Well, just like a particular song 
sells more copies after receiving 
"radio air play" - particular g 
will increase sales with "cable TV 
play" With the Sega Channel 
everyone benefits — Sega gets a 
great new forum to show off prod- 
ucts and gamers get a sampling of 
new games and promotion infor- 
mation — allowing them to make 
the most informed purchasing 
decision ever. (Which is important 
when you think about that hard- 
earned allowance we mentioned 
earlier.) 
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Get ready for the cherry Cokes/Sega™ Sonic Shuttle coming to your 
cherry Coke and exciting prizes. You'll also get to play the latest Sega 

ATLANTA, BALTIMORE, BOSTON, CHICAGO, DALLAS, DETROIT, 
NEW ORLEANS, NEW YORK, NORFOLK, PHILADELPHIA, PHOENIX, 
SAN FRANCISCO/OAKLAND, SEATTLE, SYRACUSE/ALBANY AND 



Cherry Coke J 
nic™ Shuttle 
is Summer. 








neighborhood thi 
video games, fea 



yf led with free 
.Summer Tour: 



GRAND RAPIDS/LANSING, INDIANAPOLIS, LOUISVILLE, MIAMI, 
PORTLAND, RICHMOND, ST. LOUIS, SALT LAKE CITY, 
WASHINGTON, D.C. To find out when, call 1=@@@-Sl'"" 



.']. a-i hi 






Not all video games are cre- 
ated equal. Some are 
inspired by movies; others 
by comic books, board 
games, books and even 
records. We all know that 
the Batman and Superman 
games were inspired by the 
blockbuster movies (which 
were in turn inspired by the 
comic books that have long 
been a part of American cul- 
ture). 




Bui not everybody knows the history of two of Sega's 
recent hits: Chakan and Greendog. Each of these titles 
has o oniquely different background, and a story worth 
telling. Let's visit the creators of these games and take 
a look behind the scenes. 

CHAKAN: 
THE FOREVER MAN 

Chakan started as a character from a comicbook series 
called Thundermace. published by RAK graphics in 
Akron, Ohio. The characters "dark" edge immediately 
drew a following and quickly became RAKs most 
popular character. We recently had the opportunity to 
talk with Robert Kraus, the creator of Chakan, and Ed 
Annunziaia, the producer of the Chakan Genesis 

Here is what they had to say about this dark 
and unusual character 

How did the character come about? 

KRAUS; I drew a picture in my sketchbook of a cow- 
boy-looking character that looked like a cross 
between a zombie and Clini Eastwood. I liked it and 
from there 1 made up the story of Chakan: The Forev- 
er Man. 

Where did the background from the character come 
Irom? 

KRAUS: 1 grew up in kind of a tough neighborhood. 
Some of the violence in the comicbook characters is 
based on things that 1 had seen growing up. But I'm 
not a violent person by nature. 



How did you become involved with SEGA? 

KRAUS: I met Ed Armunziata a few years ago at the 
Gen Con gaming convention. He expressed interest in 
the Chakan character. We kept in touch over the next 
few months and eventually came to an agreement 
about making a game based on the character. 

What are your thoughts on the finished game? 

KRAUS: I couldn't believe how lifelike the character 
was. It was amazing how they captured the spirit and 
the character of the comic. I really enjoyed it. 

What got you Interested in Chakan? 

ED: His face. Then 1 learned the story. I liked the fact 
that he was a reluctant super hero. He didn't do things 

for the good of doing them, he did them because he 
had to. 

You were the "champion" of this character from the 
start. How did you convince SEGA to do the game? 

ED: Persistence. 

How long was Chakan in development? 

ED: About a year and a half. 

How were you able to capture the essence ot the character? 

ED: While at Gen Con (a role-playing convention) the 

idea of his movements came to me. 1 figured out the 

controls and mechanics and most of them were 

implemented. 

What are your thoughts on the finished game? 

ED: Chakan was built for the "real" gamer, someone 

who enjoys and excels at difficult games. In that 

aspect 1 think we succeeded. 

Any tips for the player? 

ED: See question two. 

What does the future hold for Chakan? 

ED: No one really knows what the future holds 
for Chakan, but always remember..,He is the 
Forever Man. 
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GREENDOG: 
THE BEACHED 
SURFER DUDE 

Flic Green spent his teen-age gears on the beeches anil 
trails of Southern California, doing things that average 
teen-agers do. He surfed, shared, skafeboarded, rode 
dirt bines and anything else that mas totally, radical. It 
was from this time in Flic's life that Greendog emerged. 
We recently falfred to Hie Green, the creator of Green- 
dog, and Michael Latham, the producer for the Green- 
dog Genesis game. They both gave us some insight into 
this unique character's background. 

How did the Greendog character come about? 

. RIC: I picked up the nickname in junior high school. 
The character is like a caricature of myself. 

Was there a lot of interest in the character? 

RIC: Yeah, the character has since become the basis 
for the Genesis and Game Gear games and soon there 
will be a fully- animated movie, bed sheets and a board 
game. 

How did SEGA become involved with Greendog? 

RIC: I went to Sega and presented the character to 
them. After focus-testing it, they decided that he 
would make a good character for a video game. 

What are your thoughts on the finished game? 

RIC: Its great! The different levels make it really inter- 
esting and challenging. In fact 1 wouldn't be able to 
beat the game without the cheat codes. 

What does the future hold for Greendog? 

RIC: Like I said earlier the Greendog animated movie 
will be out next year. In the meantime I am coming 
out with a line of T-shirts, action figures, an outdoor 
water board game and a lot of cool water toys. 

Any advice for aspiring character designers? 

RIC: Go for it, Dude!!! 

What was your involvement with the Greendog product? 

MIKE: I was both the producer and designer. As the 
designer I had to come up with the storyline, play 
mechanics and basic level layouts. Greendog was a 
real group effort with constant feedback from 
Interactive and the Sega test department. The test 
department was especially helpful in the "tuning" of 
the product. 

How long was Greendog in development? 

MIKE: Greendog look abnu; a \v;irto develop. The 
first three months were spent on prototypes, especial- 
ly the various vehicles Greendog rides. Also we spent 
a lot of time figuring out how we could 
quality backgrounds to fit into a 4-meg cartridge. 



The character seems very well-animated. Was there a lot 
of emphasis placed on his animation? 

MIKE: Greendog was a real challenge due to his phys- 
ical structure. The game's artists Maureen Kringen and 
Doug Nishimura worked hard to capture his quirky 
looks. In doing so they created one of the largest main 
player characters to appear in a 4-meg cartridge. 

They also created a unique look that hadn't been 
done on the Genesis before. They did this by placing 
cartoon-like characters onto photo-realistic back- 
grounds. Thanks to Maureen, who is one of the 
industry's best artists, the look worked and we were 
able to get 8.5 megs of game data into a 4-meg car- 
tridge. 

What makes Greendog such an interesting character? 

MIKE: He represents the average teen-ager, with a 
cool but slightly awkward look. Unlike most of the 
violent or cute characters, Greendog can walk the 
middle line. He isn't violent, but can defend himself if 
pushed. Ultimately I see him as the protector of pop 
culture. Whatever our users are into, Greendog can 
do in his games. Imagine Greendog bungee jumping, 
dirt-bike racing or jet skiing. 

Any tips for the players? 

MIKE: The biggest tip is to take your time and enjoy 
the game. We created Greendog to be a challenge, 
while still winnable by any player. Here are three 
codes for players who might still need help: 





WANNA SCORE BIG? You could win an 
officiai-not-for-sale-anywher&totally-stu- 
pendous FREE Sega Visionaries T-shirt 
if your name is mentioned in the Sega 
Visionaries section. So take a close 
look at what fellow Sega Visionaries 
are saying about games, hints/tips 
and top scores. Also be sure to 
check out the next contest —you 
wouldn't want to miss seeing your 
own name in print, would you? 
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Ecco the Dolphin 

Peter Ownby (no address) 

Codes for Ecco the 

Dolphin - Genesis 

I Jurassic Beach IHDEBRCBO 

Pleranodoo Pond JNXFBCBS 
Trilobile Circle zinnbcbb 
j Cifir ol Forever DETSWCir 
The Tune BQAPAAIE 

The Last Fight DKPWBAIH 

Ryan Tracy, Midland Park, NJ 



Top Scores of 
Favorite Games 

Mega Sega Visionary Kudos to: 
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Paul Peaslev/Sealtle, WA - age 22 
Evandei Holyneld Boxlns - Genesis 
Jimmy A. Poland/Kliby, «IIV - anew 
Fantasia -Genesis 
John Fleming/ Oak Forest, IL - age 9 
Sonic the Hedgehog 2 -Genesis 
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Guess who's spending 

the summer at 

Howard Johnson? 

You got it Sonic the Hedgehog And if you play your 
cards right, you wiil too. lust tell your parents when 
Kids Go HoJo at Howard Johnson Hotels^ and HoJo 
Inns, you stay free. Then get ready 
for free rentals* of Sega Game 
Gear and free FunPacks filled j 
with comics and toys. They're all , 
jammed full of Sonic the~ 

stuff, and they're all <-^^ 
waiting for you at Howard Johnson when you check- 
in. You can even save* on the purchase of a" 
Game Gear video game and cartridges to take 
home. Maybe going on vacation with your parents 
isn't so bad after all. 
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SEGA FANS IT'S TIME TO... 
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Sega"fans...get ready for the hottest 
sports games this side of the major leagues. 
Feel the heat of Roger 'The Rocket" Clemens 
with realistic over-the-shoulder fielding and inter- 
active close-up plays. Get ready to rumble as George 
Foreman and show the world the power of a Big George 
Super Punch! Take it to the hoop with 27 NBA' All-Stars 
in the most intense one-on-one b-ball action! Tackle Super_ 
High Impact* for all the bone-crunching football excitement 
of the arcade smash! 

When you're tired of watching from the sidelines... 
it's time to Play with the Pros! 
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Genesis 



Hook 



King of the 
Monsters 



With options galore, this baseball 
title tries to be all things to all play- 
ers. You can play a single exhibi- 
tion game, resume a saved game, 
play an entire season or create 
your own All Star teams. You can 



RATING 


EXCELL£NT 80-100 


VERY GOOD 


70-79 


GOOD 


60€9 


FAR 50-59 


POOR BEL0W50 
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choose to be your team's manager, 
with or without control of the 
players, and take it all the way to 
the Pennant and the World Series. 
On the other hand, while this 
full-featured can impressed us 
with its multitude of features and 



Games in this section ore rated on 
a hundred point scale on each of 
pve categories: Graphics. Sound & 
Music, Plan, Controls, depth & Chal- 
lenge, and Overall Fun. These rat- 
ings are based on the intensive 
testing and evaluation carried out 
bt| our reviewers and game coun- 
sellors. Ratings are interpreted as & 




options, it failed to keep us enter- 
tained and involved. Maybe it was 
the muffled voices or the frustrat- 
ing game play due to the sluggish 



Electronic Arts 



Players: Single, 2P (Comp) 



SOUND/MUSIC 
CONTROLS/GAME PLAY 




You wake up in Keverland, sur- 
rounded by the Lost Boys. From 
the sound of their chanting, it 
looks like you caught them at a 
bad time. Before you can embark 
on your adventure, you have to 
run the gauntlet and prove that 
you are indeed the Pan. Lose a 
fight, and you revert to your stock- 
broker alter ego. 



Eanh has been taken over by super 
monsters who think nothing of 
munching on a skyscraper for 
breakfast. You, Gargantuan One, 
are one of them. Your job is to 
punch out the other monsters, 
while ignoring the puny Earthlings 
that are being crushed under your 
scaly feet. You can choose to play 
as Astro Guy, Geon, Rockey or 
Beetle Mania. 




With the exception of the 
sound and music, the Genesis ver- 
sion of the Sega CD hit (see last 
issue of Sega Visions) is ever}' bit 
as good as the original. Ten big 
levels take you through a variety of 
adventures as you try to find your 
(Pan's) children and destroy the 
evils that Hook left behind. 




Your battles take place over 
four different locations: Megaport, 
Castle City Dragon City, with the 
final showdown in Tokyo. You can 
also choose from four difficult)' 
levels; Easy, Normal, Hard and 
Mania. 




By Sony Imagesoft 


Category: Action/Arcade 


Players: Single 


RATING 




GRAPHICS 





SOUND/MUSIC 


6 


CONTROLS/GAME PLAY 





DEPTHS CHALLENGE 


>4 


OVERALL FUN 


.3 



Although we found the game 
fairly easy to beat, we diought the 
two-player mode was fun. 



Category: Action/Arcade 
Players: Single, 2P (Comp) 



CONTROLS/GAME PLAY 
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Bulls vs 




If you're new to basketball games, 
this latest title from EA is a good 
one to start with- But if you've 
played Lakers v. Celtics, Lakers v. 
Bulls or Team USA Basketball, 
you'll probably find little that is 
new here. With the same basic 
engine as the others, and the same 
options as Team USA, it looks a lit- 
tle like deja vu all over again. 




The game features three 
difficulty levels and a password 
feature so you can take a break on 
your way to winning the champi- 
onship (which involves quite a 
committment — you have to win 
a best of seven series five times). 
You can choose from last years 
playoff teams, or the all-star teams, 
and play for the championship as 
your favorite team. 



Toys 




While we thought the concept 
behind this game was cool, we 
found it soon became repetitious. 
For one thing, three of the four lev- 
els had similar floor plans with only 
minor variations, making it feel 
more like one long level. For anoth- 
er, the last level was too long and 
too difficult compared to the rest of 
the game. On the plus side, we 




really liked the animation se- 
quences, but even that wasn't 
enough to overcome the 
monotony 



Journey 
From Darkness: 
Strider Returns 



Imagine a world gone mad where 
toys are weapons and batde 
against each other. You control one 
collection of toys (the "good" toys) 
as you battle your evil brothers 
collection of "bad" toys through 
four separate levels. 




Fans of the original Strider will 
appreciate this tide, in which you 
strive to save a kidnapped damsel 
as you battle hordes of alien crea- 
tures. Seven different zones pro- 
vide plenty of variety, as do the 
available options. You can choose 
sword type, number of credits and 
number of lives, as well as the but- 
ton layout on your control pad. 




This one's been around the block 
so many times its got whiskers. 
Nevertheless, the Game Gear 
incarnation of this arcade favorite 
is still good for a challenge. In fact, 
with no Continues, getting all the 
way through the game can be 
quite a challenge. 




As in previous versions, your 
job is to deliver newspapers to 
your subscribers, tossing them as 
you ride around on your bike. A 
bonus stage at the end of each 



We liked the crisp graphics and 
the imaginative array of bosses 
(like the mechanized homet, the 
dinosaur and the fireball-tossing 
machine). We also liked the variety 
of backgrounds, ranging from a 
forest scene to a futuristic con- 
struction area. 




round has you riding around aim- 
ing for targets and avoiding obsta- 
cles. You may not always be on 
target, however, since the %-view 
perspective can be o 



By Absolute Entertainment 
Category: Action/Arcade 



Category: Action/ Arcade 



Category: Action/ Arcade 
Players Single 
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Pacific Theater 
of Operations 



Another strategy title from Koei, 
this time dealing with the Japanese 
invasion of Pearl Harbor, the event 
that triggered .Americas entry into 
WWII. You can play either as the 
Japanese invaders or as the Allied 




forces, and your object depends on 
which side you're playing. If you 
play as the Japanese, your object is 
to capture Pearl Harbor. As the 
Allies, your object is to destroy the 
enemy invaders. 




You can fight nine different sce- 
narios over 10 levels of play The 
scenarios all take place during the 
invasion of Pearl Harbor. While we 
thought this was a pretty good war 
simulation, the fact that the com- 
puter controls a lot of the fighting 
made us wish for more interaction. 

By Koei 

Category: Strategy 



action take you through the Battle 
Cruiser, the Biogenetic Lab and the 



Wolfchild 



The Genesis version of Wiil/cMil has 
all the fun, challenge and cool graph- 
ics of the Se«a CD version. You are 
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CONTROLS/GAME PLAY 
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DEPTH & CHALLENGE 


a 


OVERALL FUN 


£ 



Dr. Kal Morrows 
Saul, and your goal is to defeat the 
terrorist organization Chimera. 
Your secret weapon is your ability 
to mutate into a wolf, and with it, 
an arsenal of weapons like Plasma 
Balls, Arc Blasts and Flamers. 
Six levels of side -scrolling 




Ancient Temples, among others, 
with the final showdown in the 
Chimeran stronghold. Three levels 
of difficulty should satisfy gamers 
ol most skill levels. 



Category: Action/ Arcade 



RATING 




GRAPHICS 1 


3 


SOUND/MUSK < 
CONTROLS/GAME PLAY 7 


1 
3 


DEPTH & CHALLENGE ( 


« 


OVERALL FUN 







The Survival Of 



Roll over Darwin, THE HUMANS™ have finally 
evolved. The best-selling PC game is now the 
coolest game available for the Sega™ Genesis.™ 
Love, death, food, setting things on fire, all the 
things that make video games great are here. 



Discover stuff like The Spear, Fire, The Wheel, 
Rope, and Gravity. You'll need all the tools you 
can get to survive. It's a frantic race against time, 
with dinosaurs, logic, and the laws of physics 
standing between you and the next rung on 



O Gametek, Inc. All rights reserved. Packaging «1 993 Gametek, Inc. Produced by Imagitec D 



Genesis 



Chester Cheetah 



Chesters motorcycle has been 
stolen, and you need to help him 
find the pieces as you progress 
through the five different levels, 
battling obstacles and bosses as 
you go. We liked the cartoon qual- 
ity of the game. 




On the other hand, even if you 
like Cheetos, theres no guarantee 
you 11 like this game. For one 
thing, it has very little new to offer. 



~Wi~ 



For another, we found the play- 
controls to be a little sloppy, 
adding to the frustration index. 
And while we found most of the 
game to be pretty easy, we thought 
the last two bosses were uncharac- 
teristically difficult. 

ByKaneko 

Category: Action/Arcade 



RATING 




GRAPHICS 


68 


SOUND/MUSK 


58 


CONTROLS/GAME PLAY 


45 


DEPTH & CHALLENGE 58 


OVERALL FUN 48 




Maybe it's because this is the first 
bowling game for the Genesis. Or 
maybe it's because you can go up 
against three friends for the trophy 
Whatever the reason, we thought 
this one was a lot of fun. 




spares for points (the more difficult 
the spare, the higher the points), 
while in the Bonus game, each pin 
has a point value and you try to 
score as many points as you can. 
For the single-player game, you go 
up against 10 players for the trophy 

By Mentrix 

Category: Sports 

Players: Single, 24P (Comp) 



You can choose to play as any 
of four bowlers on any of four dif- 
ferent alleys. You can also choose 
the type of game: Spare or Bonus. 
In the Spare game, you pick up 




CONTROLS/GAME PLAY 




The Hippest 



Each box of HUMANS includes: 

♦ Over eishty insomnia- 
inducing unique levels 

♦ Hundreds of HUMANs, hand 
rendered to scale size with 
painstaking realism 

♦ A generous helping of nasty 
pitfalls and horrible beasties 

♦ Funky tribal bongo music 



Manufacturer does net claim 
responsibility for sweaty palms, nausea, 
obsessive compulsive behavior, or skin 

rashes caused by frustration. 



the evolutionary ladder. Score points and sur- 
vive levels by trying to keep as many of your 
tribesmen intact as HUMAN-ly possible. Screw 
up, and you're nothing but a time line footnote. 
As the brilliant Charles Darwin once said, "you 

HUMANS a a trademark of Gametek, Inc., 2999 N.E. 1 91 st Street, Suite BOO, Norths 



snooze,... you lose." So get your copy of THE 
HUMANS before they're extinct at your store. 



Keep The 
Tribe Alive* 



GAMETEK 



SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. 



Blaster 
Master 2 



Dracula Crash Dummies Arch Rivals 



Are you ready to save the world 
one more time? This time the evil 
boss has infested the planet with all 
manner of beasties. You have to 
destroy all his machines and crea- 
tures before you can go up against 




him. Sounds like a familiar recipe 
for a shooter, but we liked the vari- 
ety of bosses you have to fight: 
fishes, worms, bees and stone 
is, among others. 



Here's your opponunity to put 
Dracula to rest forever. As you 
track down the evil vampire, you 




go up against a succession of boss- 
es that are straight out of the 
movie. You also get some help 
along the way — a mysterious old 
man who tells you which weapons 
are the most effective against each 
of the bosses. 

We liked some of the graphic 
sequences, especially the explo- 
wraith-like ghosts, 
way you could 



Slick and Spin, our two crash 
dummy heroes, are trying to earn 
money for their vacation by under- 
taking various stunts. Each of the 
four levels (Easy, OK, Hard and 
Very Hard) consists of five 




The game features a total of 
eight lewis, most with both side 
and overhead views. The overhead 
portions get more difficult as you 
get better, keeping you challenged 
all the way to the end. 



balance your health level against 
your number of lives. 



If you're looking for a basketball 
game for your Game Gear, wel- 
come to the only game in town. 
Play against an assortment of teams 
(which get progressively 




downhill skiing, the Ammunition 
Factory and the Cruise Missile. 

Unfortunately, that's the extent 
of the variety in the game — as 



more difficult) in single-player 
mode, or hook up a Gear-To-Geav 
for some one-on-one with a bud. 
So much for the good news. 
On the negative side, we thought 
the play controls could have been 
improved considerably — as it 




you go from level to level, you real- 
ize that the only difference 
between them is the difficulty fac- 
tor, and that you have to go 
through the same stunts over and 
over. While we thought some of 
the animations were cool, we were 
put off by the repetitive nature of 
the game. 



was, it was difficult to score when 
you were going down court. We 
also found it a little low in the fun 
department. 



By Sunsoft 

Category: Action/ Arcade 

Players Single 




By Sony Imagesoft 
Category: Action/Adventure 
Players: Single 


RATING 






RATING 


GRAPHICS 


8 


GRAPHICS 63 


SOUND/MUSK 


6 


SOUND/MUSK 63 j 


CONTROLS/GAME PLAY 


5 


CONTROLS/GAME PLAY 


68 


DEPTH & CHALLENGE 64 


DEPTH & CHALLENGE 


63 


OVERALL FUN 70 


OVERALL FUN 


65 



Category: Action/Arcade 
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Gaming Rig!! nspom « prizes. 
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GAMING HEAVEN! 



of skill. Can you solve the puzzle below? Then you have what it takes. It looks , 

simple, but it's only the start. Each of five more puzzles gets a little harder. Bulthis »«~ ■«* ■*■■■«■■■ unmupmiu «■<«*» mbwi 

timeit'salluptoyou.Stayintotheendwiththehighestscoreandthegearisvours. »»=_„_»5__„ r -,i- i ■■ _ ••> Jn -j -j. j 
With whatever options you want. Do you have what it takes? Then play to win! "STO m ." IMj "^ 3fi£ G J d W ' lh Ptt fl™!!"™* that 

spell out the Mystery Word down the middle. Hint use the Mystery Word Clue. 



BsBpp 



ill ■Mill I 



mmmm 



S future. Therewill be fotir more puzzles nl S2.00 encli and one tie- 

at St. 50 for each prize package which will be sent to you by mail. Ynu will 
,„,„ „ ,/eeks to solve each puzzle. We don't know how many will play but 
and more. typically 47% will have the highest score possible s 

Contest. Win a 50 Mliz '486 with 17" SVGA 25% to Phase III, and 20% to Phase IV. The tie-break 
If players are still tied they will split the value of the 



IVIystery 
Word 
Grid 






A 


N 


T 
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Yest 



f ENTER ME TODAY, HERE'S MY ENTREE FEE: 
D ($3.00) Video Gaming Rig Contest 
D ($3.00) Computer Gaming Contest 
Q ($5.00) SPECIAL! Enter Both (SAVE $1.00) 



WORD LIST 

QUEST APE 

ANT 

INVADER 

TOWER 

IT MICRO SET 

MYSTERY word CLUE: One who practices the ancient 

Japanese martial art of assassination and terrorism. 



State 



Zip 



TURBO 
WINGS ACE 

RUNNING CRAWLER 
SIT FLINT 

DREAM FIT 



SEND CASH, M.O., OR CHECK TO: ^ 

PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 

DHffilTED • RJHY aEADUffi FCSnWRGO By 4LGJST 1. TO • BSffi ^ MUSI it INCUfOH) 
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Replacement Parts, 
Peripherals, and 
Accessories 



I i U U 



Genesis Game 
| Cartridges 

Alien Storm S5325 

Alisia Dragoon 54.95 

Altered Beast 39.95 

Arnold Palmer Golf 52.50 

Art Alive 32.50 

688 Attack Sub 7650 

Bonanza Brothers 23.50 

Buster Douglas Boxing 32.50 

California Games 53.25 

Cyberball 53.25 

David Robinson's Supreme 59,95 
Court Basketball 

Decapattack 23.50 

Devilish by Sage's Creation 5335 

Dick Tracy 53.25 

Fatal Labyrinth 2350 

Forgotten Worlds 63.25 

Galaxy Force II 59.95 | 

Chostbusters 32.50 

Ghouls n Ghosts 32.50 

Golden Axe 32.50 

Golden Axe II 58.25 

Greendog W.25 

HercogZwei 43-25 

Jewel Master 2350 

Joe Montana Football 32.50 

Joe Montana II Football 64.95 

Kid Chameleon 59.95 

Last Battle 45.00 

Mario Lemieux Hockey 53.25 

Metes 37.95 

Midnight Resistance 53.25 

MLBPA Sports Talk Baseball 69.95 

Outrun 5325 

Pat Riley Basketball 3250 

Phantasy Star II 31-50 

Phantasy Star 111 81.50 

Revenge Of Shinobi 32.50 

Shadow Dancer 32.50 

Shining in the Darkness 5a25 

Sonic the Hedgehog 58.25 

Space Harrier tl 45.00 

Spider-Man 5825 

Strider 76.50 

Super Monaco GP I 32.50 

Super Volleyball 32.50 

Sword of Vermilion 5825 

Taz-Mania 54.95 

Thunder Force II 45.00 

Toe lam & Earl 53-25 

Toki Going Ape Spit 32.50 

i Tommy Lasorda Baseball 32.50 

! Truxton 45.00 

; Wonder Boy in Monster World 59.95 

; World Championship Soccer 3250 



Game Gear Game 
Cartridges 

2311 Clutch Hitter 

2502 Crystal Warriors 

8602 Devilish by Sage's Creation 

2305 Dragon Crystal 

2319 FantasyZone 

2301 C-Loc 

HalleyWars 

Joe Montana Football 

Leader Board Golf 

Mickey Mouse: Castle of Illusion 

Ninja Gaiden 

Psychic World 

Putt S Putter 

Slider 

Sonic the Hedgehog 

Space Harrier 

Supergolf by Sage's Creation 

Woody Pop 



1 2318 
2403 
2406 
2401 
2312 

I 2306 
2307 

1 2315 
2408 



S25.00 
41.95 
36.50 
31.95 
27.50 
36.95 
36.95 
40.95 
25.00 
36.95 
40.95 
3155 
31.95 
3655 
24.99 



Genesis 




1 602 Genesis AC Adaptor 


S15.00 


1 603 Auto RF Switch Box & Cable 


10.00 


1605 Video Cable 


10.00 


1650 Genesis Control Pad 


18.00 


1655 Arcade Power Slide 


42.75 


253-6320 Blank Cartridge Covets 




Game Gear 




1 23-5070 Wire TV Tuner Stand 


SI. 50 


2101 TV Tuner 


139.95 


2103 ACAdaptor 




2117 Master Gear Converter 




2141 SuperWideGear 


20.85 


253-6386 Cartridge Cases 





253-6386 Cartridge Cases 
253-6368/ 
I 601-6499 Wrist Strap 
601-6689-01 Rod Antenna 
6369 Battery Covers Set (Both Lefts, Right 


1.00 

2.00 
10.00 
1.00 


Other 




1805 
1804 


Sonic Players Guide 
DSD Hint Book 


17.95 
12.95 









This Month'*, 
Hot Products 

Genesis 

Game Gear 

1,8 SfWAiMtalrrM M3.00 




Important! Send all droers to: 
Sega of America 
Attn: Parts Order Deft. 
3375 Arden Road 
Haywaro, CA 94545 



□ Visa or G MasterCard accepted 

Credit Card # 

Expiration Date_ 

Please allow 4-6 weeks for delivery. All orders subject to 



*R!W/IVlay !£■ 

Genesis 

°W» Cheetah .„■ 

Cool Spot Oon *«*> 

OW0fTf,, sM/orU ™ '' rala, 

*mentalMaster 7°" «* 

Amazing Tennis c tarnation 

B **<fcersa„ d ,he w **** 

RB Baseball^ ? M 

J thfe a «««m„f 



s! Here's a peek of the rities 

je over Hie nexffeiu manHis. Of 

...,* new titles m popping up all tlie line.su 
I tie list mail chanpe slillii Jell let ptnom if 
•""""S. Heanmhile. here are some titles uie 

lofoi tie Ml few mentis 



I the Sinister 6 

Mickey Mouse' 

I "id of fci 0n 

| s «ga CO 

I Batman Returns 
I Dracu/a 
I Time Gal 
I Final Fight 
I »ie of the Dragon 
I Sherlock Holmes 
J After Burner ill 



Action 
Aclion 



FV'ns 



Action 

Mi0 " Sony 



Action 
Fightir 

RPG 

RPG 

SIM 



Renovation 



I June ,'93 

Genesis 

nnn Ad,on 

I B ' u ' b Acta Sunsoit 

Blaster Master Aaion 

la mesPond3 **» B 

1 Mutant League Football Action 

jungleStrikeitheSequel Action EA 

Action Absolute 
Tovs 

. rpc American 

| sorcerer's Kingdom W 5ammy 

I PacificTheaterof fcei 

I Operations 

', Chi Chi Pio Challenge Colt Sports tfujm 

" J championshipBo»ling Sports Men,,» 

Game Gear 

CashDuntnto »o" J 

I "" a! son, 

0,aC * , Acta Tengen 

^P 6 * ' 2 Acta Sega 

i:: g : e wo„dcup ** w 

WWF Steel Cage Challenge Sport 

Sega CD 

1 r.7T.= n Action 

Spider-Man 

Ecco the Dolphin 






July '93 
Genesis 

Dracula 

Hook 

Jurassic Park 

Rocket Knight 

Rolling Thunder 3 

Journey from Darkness 
Stnder Returns 

T2 the Judgement 

Technoclash 

Wolf Child 

Thomas Tank 

Shining Force 

Best-of the Best 

Wrath of Cods 

Game Gear 

Bart us. World 
Global Gladiators 
| Hook 

Journey From Darkness' 
Stnder Returns 

Surf Ninjas 

T-2 Judgement 

Toms Jerry 

Streets of Rage 2 
Jeapardy 
The Humans 
Wheel of Fortune 

Sega CD 

Terminator 

Young Indiana Jones 

Thunder Hawk 



Action 
Action 

Action 
Action 

Action 

Action 

Action 

Action 

Action 

Educa 

RPC 

Sports 

Strat/puz 



Sony 

Sony 

Sega 

Konami 

Namco 

US Cold 



Action 
Action 
Action 

Action 

Action 

Action 

Action 

Fight 
Strat/Puz 
Strat/Puz 
Strat/Puz 



EA 

JVC 

THQ 

Sega 

Electrabrain 

Virgin 

Flying Edge 

Virgin 

Sony 

US Cold 

Sega 
Flying Edge 



Action 
Action 
SIM 



GameTek 
CameTek 
GameTek 

Virgin 
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"...THE FASTEST PRODUCTION 



» 



CAR IN THE WORLD... 

-The Guinness Book of Records 1993 




Grab a buddy and jockey for the 

g as "Team Jaguar"— 
e split-screen 2-player 
virtual-racing action at 200+ mph. 



JAGUAIT 




After each race on the circuit, use 
your earnings to mend your wounds- 
from body repairs to a fresh set of 
treads to a new transmission. 



Strap a saddle on 542 horses and ride 
this Silver rocket to 21 3 mph. 



IT'S THE ONLY ROAD BEAST ON THE GLOBE THAT 
CAN BE CALLED "FASTEST IN THE WORLD." 



SO KEEP YOUR LOTUS, FERRARI AND PORSCHE 
IN THE GARAGE. ..JAGUAR XJ220 HAS arrived. 



"The tracks are laden with hair 
raising hairpin turns, killer 
corkscrews and straightaways 
so fast the red and blue safety 
tires smear into purple haze..." 
-Sega Visions 
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Burn rubber on World tour or Grand 


Prix circuits— 32 courses in all: sand 


CHURNERS IN EGYPT, SWAMP FESTS IN THE 


OUTSACK, EVEN SNOW JOBS IN THE ALPS. 
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Customize and save up to 16 of your 
very own tracks with twists. turns, 
hairpins. chicanes and backgrounds— 

ilDGES AND CROWDS. 




BM^3Z Jl 



Watch for 

AERO THE ACROBAT. " 

In the spotlight soon. 



■km 



."mm 



JUNJOFT 



pp$$ 



Baseball PlaZs fl a ',° r LMgue 

'» *e Big G C r eL C n 9 M S n s ; i6nd ' y ""«"« 
a ureen Monster in Boston 

|^o e : ^n°e s ,f rn X^-^,, game 
o' those bush-leag™ effT " " no * one 
stadiums and fake rl? w " h P h °ny 

, '^^,oca"p h tf b , o e o " k nameS,ate " 

•£ '«sy .just look for 
"•«'■ 93... it's the only 
game in town. 
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